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Lose yourself in a heart-pounding 

3-D thrill-ride that stretches across 

30 different cities and 12 countries. 

Every decision becomes crucial as 
you change routes, engage enemies. 

and alter the outcome. 

Search computers and bodies to 
clues; then dispose of terrorists usi 
10 different military weapons 
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hile i don't want to 
skip over the great 
stuff in this issue, i've got to start 
things off with this year's E3 expo. As j write 
this, the show is only a couple of weeks 
and I couldn't be more pumped. I've been 
lucky enough to attend the Japanese 
unveiling and the Japanese launch, but 
E3 will be The Big Deal. As much as we 
know about the PS2 already, we're 
about to find out loads more. The U.S. 
launch date, price, software lineup and 
more will finally be revealed at the show. 

Plus, I fully expect Sony to drop a few 
bombshells on us. Just as we're going to press, 
a giant story broke on the Bloomberg news service 
stating that, in the U.S., Sony plans to ship each and 
every PS2 with a modem and hard drive! (For the full 
story, turn over to the Monitor section.) If this is any 
indication of the types of surprises we can expect, 
then this could very well be the most exciting E3 so far. 
That ain't just hype, guys — i really believe we're in for 
some great news! 


the team this month, because I believe this is one of 
our best issues in a long time. Not only did we snag the 
exclusive on Madden 2001, quite possibly the best¬ 
looking PS2 game so far, but this whoie issue's packed 

amazing stuff. We've got great PS1 
games like Tony Hawk, Soul Reaver 2, and 
Tenchu 2, plus too many amazing PS2 
games to count. Also, there's new pic¬ 
tures of Final Fantasy IX, our Tokyo 
Game Show report, and our Top 25 
PlayStation games of all time! Whew! I 
hope you guys enjoy reading every page 
as much as we enjoyed writing it. 

But alas, there's some sad news this issue, 
too. Noah Massey, who helped launch PSM way 
back when, has decided to move on to other chal¬ 
lenges. He's heading up IGN's online strategy guides 
section, so check him out at http://guides.ign.com/. 
Noah is still helping us out with codes and strategies, 
so he isn't completely gone. Noah, enjoy your new job, 
and don't forget that you're always welcome to come 
back home whenever you want! 


Okay, now back to this issue. I'm really proud of C-H-R15 SLATE* Editor-! n-Ceh-e-f 





“TWe ATTENDED THE 



UNVEILING AND JAPANESE 


LAUNCH^ EUT THIS WILL 



The &g Deali « 



PlayStation 2 Launch Plans Sony's Online Strategy j Which Games Will Show? 

When will the system ship? ; Are the rumors true about a : Will we finally get our hands 

How much will it cost? How ; PS2 modem and hard drive at I on a playable Bouncer? What 

many games will there be, and ] launch? What games would 

what are they? We're just a support online features, and 

few weeks away from finally * what would that mean for 


"Other Guys"? 

What will Nintendo, Sega and 
Microsoft do to try and steal 


rbz will be massive, but 
where does that leave the 
PS1? Will we already see 
signs of the system's decline 
into "kiddie game hell?" Keep 
your fingers crossed... 


Crisis 2, and Ninja Gaiden? 
Plus, dare we dream of 
(gasp!)... Metal Gear Solid 27! 
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c take pride in having quality orig 
final artwork, to present our mag 
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This makes the second month in a 
row we've, deviated from our normal 

f y. . ••. * * •-.;. * 

V ...... y.h? 

comic book-style cover art. In these 
i rare esses, we simply thought the high- 
end rendered graphics were more 
; exciting. The Madden team at EA real¬ 
ly did a great job on this one! We knew 
the game was hot, but for some rea- 
[ son, making a sports game look good 
on a cover can be tricky. Next month 
: we go back to our normal cover style. 
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Editor-In-Chief 

likes: All types of games 
iHobbies: Comics, hoops, J-Pop 

What was your greatest 
moment in sports? Two outs 
with the bases loaded. Slate 
steps to the plate. BAM! He 
kicks the ball out of the school- 
yard for a Grand Slam, baby! 



Stephen -Frost 


Heviews/ Previews t 

Likes: WEGA TVs, RPGs, PS2 
Hobbies: Watching Movies 

What was your greatest 
moment in sports? Slamming MJ 
style over Slate's punk ass during 
lunchtime hoops. He was all like "you 
broke my nose", but l was like "that's why 
they cal! it the cage, baby! " 
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tWews Editor 
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jjLikes: Shooters, Racing, Platform 
fiHobbies: Pro Wrestling, Comics 

SjJWhat was your greatest 
ftnoment in sports? I became 




y* 



* J* - a -■ * 

< •' * - * ' 

lift * 
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t -w^g ani P 0[1 3t age eight and even 

my picture in the local paper. 
It's true , it's true.., 
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Japan Editor 

Likes: Action, Racing. 

Hobbies: Moving House. 

What was your greatest 
moment in sports? Having the 
head sports teacher at my high 
school implore me for ages to join 
the school cross-country team, and 
turning him down repeatedly. Hah! 




What he does: 

1 Enforces deadlines with an iron fist and 

I an aluminum baseball bat. 

• 

S What was your greatest moment 
j in sports? Once, when the Raiders 
I won a last minute victory over 
j Cleveland, I leaned forward to give a 
High Five to a friend, who suddenly 
j jumped up to cheer. The top of his 
j head hit me square in the nose. 

Bill's Quote of the Month: 

"AAAACK! My nose.., IT HURTS, YOU 
j $%*&*! AAAARGH! The blood..." 



ft Eugene LUeng 

f Ait Director 


What he does: While sleeping, gets 
| kicked in the spine by his 14 month old 
son. Snores loudly as revenge. 

What was your greatest moment in 
sports? When I gave "Mean Joe 
Green" a sip of my soda after a game 
and he threw the can back at me. I still 
have the scar on my forehead. That 
backwashed soda sits on my mantle. 
Eug's Quote of the Month: 

"Dude! Just a sip! Don’t bogart the can 
! man! Now I know why they call you 
"Mean". Dude! How about a jersey?" 



What he does: 

I 

Copes with a work load that would 
drive lesser men insane. 

What was your greatest moment in 
sports? I am the best Zingo piayer. It 
I is true! I have the cleverest insults, the 
j brightest flashlight, the most waxed 
string and the fastest duck. You will 
not be catching me asleep by the pool 
without the chalk! i am good! 

Gary's Quote of the Month: 

"Are you not ready for some Zingo? 
I No, no! You laugh at me after kickoff..." 
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o, which magazine is best for you, 
Official or Unofficial? That's easy. 
You want independent, unbiased 
coverage, and you want to know 
that what you're reading is nothing 
butthetruth. You can only get this 
with an UN-official magazine. 

An official book has to answer its 
Corporate Sponsor. And whose 
best interests do you think they're 
looking out for? 

PSM is created by us and no one else. 
Nobody has to approve our pages before 


they're printed and nobody, not anybody, 

» us say what we don't believe to be 
We write about what we want to 
and put what we want on our cover. 

This is the kincf of honest, 
straightforward coverage that 
you can only get with an unoffi¬ 
cial magazine. We understand that 
our readers come first, and we 
would never, EVER betray your trust. 
This is our promise to you, the hard-core 
PlayStation gamer, who deserves 
nothing less. 
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Details inside specially marked packages, at participating 
retailers, or at wwwJdoxom * Mo Purchase NetttJfiry 
Sweep stakes c n ds 6 / 3 0/00 


EVERYONE 






GUIDE INSIDE EVERY GAME! 


BONUS 
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with permission of Major League Baseball Properties, Inc. (majorleaguebaseball.com). PlayStation and the PlayStation logos are registered trademarks of Sony Entertainment Inc. All other trademarks belong to their respective owners. ALL QUOTES REFER TO HIGH HEAT BASEBALL 2000 © 1908, Bob Rosato/MLB Photos. 
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The awards, the critical acclaim, • New Custom Leagues mode on 
and now - Sammy Sosa. The latest the PC game to structure your own 
and most-action packed version of leagues, pennant races and rivalries. 

High Heat Baseball™ includes... .All 30 officially licensed MLB™ 

• Intense pitcher vs. batter match-ups teams, as well as the most dead- 

and life-like base running, fielding, on predictions for 2000 MLBPA™ 
and managing. player profiles. 

L - - , r: _ • - ( t .• ' ,, 

* Stunning new graphics including • All new Action-Camera mode that 
player face mapping, photos, body shows up-close TV style presentation. 

types and body size scaling. Authentic . Up to 6 different play modes, 
player and stadium animations, too. includina Exhibition. Battina Practice, 









































































































































































































































































































































































ISSUE NUMBER 34 
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PSM's Top 25 Games! 

^ pg. B! 

We haven't updated our All-Time 
Top 25 PlayStation list since our 
September '98 issue, some 20 
months ago. Now that we're 
approaching the U.S. release of 
the PlayStation2, we figured it 
would be a good time to reflect 
back on the best that the original 
PlayStation has to offer. You're free 
to agree or disagree with our 
choices, which start on page 611 


Dead Or Alive 2 ► p g . 35 — 

The PlayStation2 conversion of Dead or Alive 2 was completed in just over 

two and a half 
months. Knowing 
that, you might 
assume that some 
corners would have 
been cut in the 
process, but that's 
certainly not the 
case. Just check out 
this awesome game 
on page 35! 





► pg. 52 ^ 

For the perfect mix of real-world supercars in exciting, fictional racing envi¬ 
ronments, the Need for Speed series has been hard to beat. Unfortunately, 
the pursuit mode has been marginalised a little in Porsche Unleashed, rele¬ 
gated to a place in the 'quick race' game mode only. And, of course, you can 




^ hold emin 

YOUR RIOHT 
5IPE8URN 15 A 
LITTLE LOWER 
THAN THE LEFT. 
LEMME TRIM IT 
. UP A BIT... . 


wmm. 
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Over the past few months, Tenchu 2 
has come along quite nicely. All of the 
levels and gameplay elements are 
now in place and just require a bit more 
balance and fine-tuning before the game 
can be considered finished. Thanks to 
Activision, we had a chance to play the latest 
version of this sequel and are able to share 
our thoughts with you on page 76.. 
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The latest PlayStation news and up-to-the-minute info 


► News.► PE. !4 

► Rumors.... * I 1*14 11 • I • * I * 1 • I lit I 4 I i I * 4 I t 4 * I I ( I * ■ 1 I 1 1 I I 1 I i ■ I I I 4 ■ I ■ PG. 18 -* 

► Q&A. ► PG. 2D 

► Checkpoint!.«- PG. 24 -* 



This month's new games, thoroughly tested by PSM experts 


previews _ - re. 74 - 

All the best dirt on tomorrow's hottest games 

► Alien Resurrection. *- pg. 77 — 

► Breath Of Fire IV.► pg. 82 -* 

► Dave Mirra's BMX.► pg. 84 

: Fear Effect 2.► pg. 77 - 

► Grind Session.•*- pg. 80 - 

► Kengo: Bushido.► pg. 84 — 

I Legend Of Mana.pg. 8B 

► Matt Hofman's BMX.pg. 75 — 

► N-Gen Racing.► pg.79 — 

!> Roller Jam. — pg. 82 — 

► Snocross Racing.► pg. 78 - 

► Soul Reaver 2.pg. 75 -« 

► Sydney Olympics.► pg. 78 - 

Tenchu 2.► pg. 7G -« 

► Threads Of Fate.pg. 83 - 

I Tony Hawk Pro Skater 2.— pg. 74 — 




► pg. 74 — 

Considering how brilliant 
the first Pro Skater was, 
it must have been hard 
for Neversoft to have 
come up with new stuff 
for this sequel. 
Fortunately, it managed 
to. How much new stuff 
is there? Well, why don't 
you grind on over to page 
74 and find out? 
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pg-94-* 


Alien Resurrection .... 

. pg. 77 

Midnight Racer. 

• pg- 41 

Breath Of Fire IV . 

. pg. 82 

MLB 2001 . 

. pg. 55 

Dave Mirra's BMX .... 

. pg. 84 

Motor Mania. 

. pg. 40 

Day Of Walpurgis. 

. pg. 40 

Mr. Driller. 

- pg. 51 

Dead Or Alive 2. 

, pg. 35 

NFS: Porsche Unleashed. 

. pg. 52 

Driving Emotion S-Type 

. pg. 38 

N-Gen Racing. 

■ pg- 79 

Eagle One: Harrier Attack 

■ pg. 48 

On! ... ,|1 

. pg. 43 

ESPN X Games. 

. pg. 36 

Reiselied. 

. pg. 39 

Family Game Pack. 

. pg. 48 

Roller Jam. 

. pg. 82 

Fear Effect 2 . 

- pg- 77 

Snocross Racing. 

. pg- 79 

Ferrari 360 . 

. pg. 42 

Soul Reaver 2........ 

. pg. 75 

FIFA 2001 . 

. pg. 27 

Speed Punks. 

. pg. 50 

Gekikuukan Baseball... 

. pg. 39 

Star Wars Episode 1: 


Gradius III & IV. 

. pg. 36 

Jedi Power Battles. .. 

. pg. 56 



Grind Session.pg- SO 

Gunslinger.pg. 42 

High Heat Baseball 2001 .. pg. 55 

Kengo: Bushido.pg. 84 

Legend Of Mana ..pg. 86 

Madden NFL 2001 .pg. 28 

Matt Hofman's BMX . . , pg. 75 

MediEvil II.pg. 56 

Micro Maniacs .pg. 51 


Summoner 

Sydney Olympics. 

Tekken Tag Tournament 

Tenchu 2. 

Threads Of Fate. 

Tony Hawk Pro Skater 2 

Vagrant Story.. 

Vanark. 

Z.O.E 


pg. 34 
pg. 78 
pg. 32 
pg. 76 
pg. 83 
pg. 74 
pg- 49 
pg. 50 


pg. 43 
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A sneak-peek at what's gonna be hot for next month 




do you get when you mix real-time story 
sequences, comic book-style word balloons 
and fantastic screen art? The result is a fresh, 
exciting new look for an RPG. You can see 
what we mean on page 49. 



Summoner 

► pg. 34 


With the power of the PlayStation2 surpassing 
current computers, there's no surprise that more 
and more "typically PC” titles are finding homes 
on the console. THG is well aware of this, 
which is why it's putting a lot of time and 
energy into its first next-generation title, 
Summoner. Find out all about this entranc¬ 
ing title on page 34! 
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Tobacco advertising. It’s 


peer pressure 
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w -4 Steiner, a knight, is 
the oldest cast member 
revealed so far. 


quare certainly made a big splash last January 
S, with the announcement of three new Final 
Fantasy games, but actual details on the series' final 
installment for the original PlayStation were thin to 
Thankfully, the veil of secrecy surrounding the 


none 

title has begun to give way ever so slightly. At this 
year's spring Tokyo Game Show, we managed to 
secure plenty of goodies on what will surely be the 
most lavish Final Fantasy title yet. 

First of all, we finally have the official date for its 
Japanese release — June 19, 2000. Square has yet to i 
set a date for the U.S., but it's believed the game will A 
arrive sometime during November of this year. The 
identities of three of the game's eight playable char- wk 
acters have also been revealed. Breaking with the JP 
Final Fantasy tradition of warriors or rebels tak- 
ing the spotlight, this adventure will revolve 
around a nine-year-old dark mage named Vivi jS 
Ornitier, who'll be joined on his quest by a young Jj|| 
thief named Zidan Tribal and a royal knight 
named Steiner Adelbert. * 


Zidan is the game's 
requisite young rebel/ 
thief/soldier type 
that's unsure about 
his role in things. 


Specific plot details surrounding their 
assuredly epic quest have yet to be 
j, revealed, but some new gameplay 
Yyh details have come to light. For 
WI starters, there will be a good deal of 
trade-off gameplay during the adven- 
wm ture. You'll take control of Vivi, Zidan, 
W Steiner, and presumably other charac¬ 
ters individually from time to time to 
accomplish certain tasks and follow their 
independent exploits, while the 
others carry out their business 

It has also been 


A Is it just us, or does 
Vivi look suspiciously 
like Orko from He- 
Man and the Masters 
of the Universe? 


elsewhere 

revealed that a FFV-Wke job system 
will return in this game, enabling 
each character to have customiz¬ 
able specialties, whether they be a magician, thief, 
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A Once again, polygonal characters will be combined with CG 
backgrounds to produce some dramatic looking scenes. 


knight, etc. Square has also promised that the game 
will feature more mini-games than any previous FF 


Ziedan is the character we voted "Most Likely To Be The Hero", 
but he's not. Actually, the little Orko-looking guy, Vivi, is. 



The world in Final Fantasy IX looks amazing, with var 
ied and unique locations that are simply breathtaking. 


This floating theater is under the control of a gang of thieves 


These giant wings protect the city from dragon onslaughts 
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title, and that the length of time that spells take to cast 
will be toned down in comparison to FFVIIL YES! 

Given that only about three months remain before 
the Japanese debut, it's a safe bet that Square will 

divulge even more 
. details during this 
year's E3 expo. 
J We'll be there to 
bring them to you. 



-4 Dragons will play a 
role in the game, but 
as to how large a role 
they will have, no one 
can say yet. 
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1 | t's official: Dino Crisis is getting a sequel, but not on PS2 — 
f at least for now. Capcom has revealed that Dino Crisis 2, 
directed once again by Resident Evil creator Shinji Mikami, will be 
ready for release this fail for PlayStation, and will sport a number of 




This time around, a majority of the game will take place in a deep 
{and suitably scary) rainforest against more (and smarter) dinosaurs 
than before. The game will also feature larger, more detailed charac¬ 
ters, and unlike the first game, will feature pre-rendered backgrounds 
(like Resident Evil). On the gameplay front, Regina will now be able 
to fire weapons at dinosaurs from above (while on a bridge or tower, 
for example), and she'll have a new playable partner. Stay tuned for 
more details and screens from the aame comina ud soon! 


j ■i*:o ; 


ntil an official announcement trumpets forth from 
Capcom HQ, everything concerning the next chapter in 
the Resident Evil series should be considered rumor at best. The 
latest rumblings surrounding Bio Hazard 4 cropping up in Japan, 
however, are enough to get any fan of the series excited. 

The game is said to be very much in the early planning stages, 
and Capcom is evidently pondering whether to use pre-rendered 
environments (as in RE 1, 2, and 3) or real-time polygonal envi¬ 
ronments (as in Code Veronica on Dreamcast). The bigger gossip, 
however, concerns the game's plot. According to reports in the 
Japanese press, one possible scenario has players controlling 
members of the sinister Umbrella Corporation, as they fight off 
not only their own hideous creations gone awry, but familiar 
members of S.T.A.R.S. as well. Also, Hunk (the hidden character 
from RE2) is rumored to play a major role. 

We'll have more news on the game as it's revealed, which 
could possibly happen at E3 for next issue. So just sit tight, OK? 




4 Will we get to play as members of the infamous Umbrella 
corporation? Only time will tell, but it’s certainly a cool idea! 


a fully CG 


carries on. It's 


k It's a mad dash through 
town to see who'll catch the 
magic Coke bottle cap first. 
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4 Along the way, the FFIX 
crew crosses the path of a 
colorful carnival, complete 
with fire breather. 




::: 


Regina will have smarter — and better looking 
dinosaurs to contend with this time around. 
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there's word that more than one 
peripheral manufacturer is plan¬ 
ning a USB based 56k modem for 
use with U.S. PS2 systems that 
may be available as early as the 
system's launch this fall. Using 
the device, it will be possible to 
access email and web sites, and 
some game developers have men¬ 
tioned that they may consider 
modem support in their upcoming 
PS2 titles. Well have more on the 
prospects for such 
devices following E3. ^^9 
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There'll be eight characters to play as, including favorites 


like Crash, Coco, Tiny, Dr, Neo Cortex, and all the rest. 


Expect various gameplay styles, such as this one where you 


Sill's mascots lead 8s fill PSI lineup 


ust as this issue was going to press, Sony 
. announced its PlayStation 1 plans for this fall, 
and a couple of familiar names stand out of the pack. 

Developed by UK-based Eurocom and slated for 
November release, Crash Bash (a working title) is actu¬ 
ally a four-player party game featuring the bandicoot 
and his pals. Consisting of nine events, from racing to 
Poy Poy style battling, the game will also have an 
Adventure Mode that’s said to be more in the vein of 
the earlier Crash titles and playable by two people. 

Sypro: Year of the Dragon introduces 30 new 
worlds to explore, plus several new mini-game chal¬ 
lenges. You'll be able to control four new characters, 
each with their own levels and goals to accomplish. 

Sony is also expanding its platformer roster with 
the addition of two new Disney licensed games. 
Aladdin in Nasira's Revenge will debut this August, 
while Emperor's New Groove , based on Disney's next 
big animated feature, is slated for November. 

Sports fans aren't being left out, either. Under its 
989 Sports label, Sony will release NFL GameDay 
2001 (August), NCAA GameBreaker 2001 (August), 
NHL Face Off 2001 (September), NBA ShootOut 2001 
(November), and NCAA Final Four 2001 (November). 

Finally, Sony is prepping a PlayStation version of 
Who Wants to Be a Millionaire, based on the ridicu¬ 
lously popular game show of the same name. 


In this latest adventure, Spyro's on the lookout for drag¬ 
on eggs, which are scattered across the landscape. 


30 bright new colorful worlds await Spyro this time 
around, with all new enemies thrown in, to boot. 










umors about a new PlayStation exclusive 
Time Crisis game have been circulating for 
months, and now name has made it official. Entitled 


"R 


Time Crisis: Project Titan , the game has nothing to do 
with the recent Crisis Zone coin-op, which runs on 
Namco's System 23 hardware. Instead, it's a brand 
new outing, developed especially with home play in 
mind. Additional details, such as a release date, are still 



under lock and key, and Namco representatives could 
not be reached for further comment as of press time. 
Rest assured that we'll have them for you as soon as 
they break. 


> Graphically, 
Time Crisis: PT is 
on par with the 
original classic, 
but includes all- 
new locations. 



A There will be at least 12 brand-spankin'-new courses in the 
game, ranging from dirt ovals to snow covered road tracks. 


ong before the likes of Twisted Metal and 
Vigilante 8 there was Destruction Derby and 
although the game didn't feature any weapons to 
speak of, it nevertheless introduced the 32-bit genera¬ 
tion to action-packed automotive mayhem. Now as 
we near the game's fifth anniversary, Psygnosis is 
readying a successor entitled Destruction Derby Raw. 

Keeping the same arcade-style premise as the first 
two games (i.e. your car is your weapon) the game 
looks to raise the series' visual realism factor a few 
notches. The cars and backgrounds now sport much 
more detail, plus the lighting and collision effects have 
been improved. 

There'll be at least 12 courses in the finished prod¬ 
uct, ranging from familiar stock-car style loops and 
destruction derby bowls to snow-covered outdoor 
tracks and forest runs. Psygnosis will unveil the game 
at this year's E3 and well have more details in our 
August issue. 
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ggpJSI he Tokyo Game Show wouldn't be 
complete with the organizers, CESA, 
cooking up a faintly silly-sounding strapline to 
.coin the 'mood 1 of the show. Accordingly, the 
Spring 2000 show got dumped with "Tokyo 
Game Show Evolves into the Year 2000 
Version". And why not? We're sure it makes 
sense to them. Cohosted by Sega, Sony and 
Nintendo as usual, Microsoft also made a strong 
appearance, in advance of their own console 


launch later next year. Attendance was down on 
the last show in fall '99, but that was to be 
expected with the PlayStation2 festival having 
been held only the month before. Even so, 
131,708 game fans attended over the three 
days of the event. As usual, Sunday was the 
busiest day, making it a no-go area for anyone 
wishing to hang on to their sanity. But enough of 
this: we were there to see PlayStation stuff and 
that's what you're going to hear about. 



" BOKU ' 
m KAWAH, 
t DESHO? , 


A As usual, Hie show packed the Makuhari Messe all three days of the event. 



■..j— irst up, Sony did what it always does at the 
1 Tokyo Game Show, which is to showcase 
only a few core games across its entire booth. This 
time, TVDJ, IQ Remix +, Fantavision and Spyro 2 
(they're just getting it over there} were the lucky win¬ 
ners. Sony's plan was to let outside developers do the 
trumpeting for them. Still, it was disappointing that 
more effort wasn't made by Sony at their own booth. 

Tecmo and Namco were fighting their own little 
duel, with Dead or Alive 2 and Tekken Tag Tournament 



k Sony put up a big booth, but alas, didn't fill it with very much 


standing toe-to-toe on the show floor, and both games i 
going on sale the same day. Tomy’s Baki the Grappler 
wrestling game for PS2 looked basic and unfinished, 
Konami showed Red and Z.O.E. only on video, and 
Idea Factory's Sky Surfer was playable, although it 
wasn't clear how to work the thing. It was only after 
we'd handed the controller over and were walking 
away that it dawned on us how to play it! Imagineer 
showed a promising rally game for the PS2 called Rally 
Hard (working title), but only on video — Gah! The j 
peculiar 0 Story was on the Enix stand (and yes, that's 
a zero, not the letter 'o', named for the way you record 
a score of zip in tennis — love’}. Unfortunately though, 
it looks certain to stay solely over in Japan. 



A Tekken Tag kept long lines all throughout the three-day event. 



A Dead or Alive 2 was also one of the hottest games at the show, 



A Square's 



m 


ax wants to recognize the achingly cute girl 
in the green roller-blading gear over on 
Sega's Jet Set Radio stand, and Steve, well, he just 
loved 'em all! But the winners were Konami, whose 
babes wore different outfits depending on the game 
— you CAN please alt of the people all of the time. 



/ WAIT... 

YOU PIPN'T 
SAY YOU WERE 
FROM "PSM", 
L 0\V YOU? A 


PHOTO? ' 
NO PROBLEM/ 
KAWAMM 


t.'W 





A A ► Do the show orga- 
nizers put all these girls 
here to get fanboys like us 
to visit their booths? Yes. 
Does it work? Yes. No 
matter how you look at it, 
it's a win-win relationship! 


Mu and 

Slue's take 


~\ 


...... • ■ 
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m ©tween us, we've been 
fe-SJ to six of the seven 
shows now, and we’d say it was 
a low-key TGS this time around, 
with no significant surprises nor 
announcements of new games in 
development. We agree that 
Geki-kukan Pro Baseball from 
Square was the game of the 
show (it might have gone to 
Tecmo‘s superb DOA2 if it hadn't 
already gone on sale and copies 
weren t sitting on a table back in 
our hotel room), The gamepiay 
matched the superlative graphics, 
so if Square releases this game in 
the States with an MLB license, 
it'll rocKet off the shelves. 





















































































































































































he original PlayStation link cable might not have been the least supported 
f peripheral of all time, but it wasn't far off. That fact isn't keeping the con¬ 
cept from re-emerging on PlayStation2, however, and it may in fact even be taken to 
new extremes. 

It's already been revealed that From Software's upcoming mech action game 
Armored Core 2 will use a standard i.Link (IEEE 1394) cable to connect two PS2 con¬ 
soles for head-to-head network play. Piowever, at Tokyo Game Show, Atlus was evi¬ 
dently using at least one of the system’s many I/O ports to form a four machine LAN 
(Local Area Network) network for its yet unnamed fantasy action/adventure game. 

We say "evidently," because the systems being used for the demo were com¬ 
pletely hidden from view and booth officials wouldn't comment on how the network 
was being achieved. It's 
possible that this was 
simply a test of online 
play using hard wiring, 
but the fact that multi¬ 
ple PS2s can be linked 
together like a standard 
PC network is certainly 
intriguing nonetheless. 


► Atlus didn't have much 
to say about its new fan¬ 
tasy-themed multiplayer 
game, but it looks to be 
one of the first to enable 
more than two PS2s to 
be networked together. 




t's no longer a rumor that LucasArts and Verant interactive (creator of 
EverQuest) are hard at work on a massive multiplayer online Star Wars 
adventure game, but there is some gossip about which systems it'll appear on. 

Initially, it seemed that the game would be appearing only on PC, but the latest 
behind-the-scene rumblings suggest that it will 
indeed be released nearly simultane¬ 
ously for P!ayStation2 as well 
supposedly right around 
the time that the PS2 
online gaming network is 
launched in 2001. 

LucasArts and Verant 
have yet to announce 
any concrete details on 
the title, its gameplay, 
or characters, but it 
is known that the 
game will be playable 
over Sony's own The 
Station online gaming 
service. Hmm... 


► It's rumored that LucasArt's 
online Star Wars game might take 
place between the prequels and origi 
nal films, setting up some interesting 
new scenarios. 




N 


ow that Ridge Racer V and Tekken Tag 
Tournament are out in Japan, and the arcade- 
to-home conversion of motorcycle racer 500GP is well 
underway, Namco has begun to drop hints about its 
future plans for PlayStation. At a press gathering in 
Tokyo, the company revealed that it would release two 
additional PS2 games during the year 2000, but is 
remaining typically tight-lipped about their titles. 

Rumblings from Japan concerning their identities 
began to surface almost immediately, and all of the 
prospects are enticing, if not a bit expected. Leading 
candidates range from Ace Combat 4 and Crisis Zone 
to Sou! Calibur 2 and the recently announced RPG, 
code-named Project X, from Namco subsidiary 
Monolith Soft, which is comprised of staff responsible 
for Square's excellent Xenogears. 



< Namco's 
500GP will 
be one of 
three new 
PS2 titles 
released by 
the compa¬ 
ny in Japan 
this year. 



ment team responsible for GoldenEye 007 
on N64 left UK-based Rare to form their own com¬ 
pany, Free Radicals. Now rumors have begun to sur¬ 
face concerning their first project — and it's for PS2. 

According to unnamed sources within Sony 
Computer Entertainment's European branch, the 
game will in fact be a first-person shooter in the 
same vein as GoldenEye and will be published by 
Sony itself. More intriguing yet, however, is inside 
word that the game surpasses anything yet seen run¬ 
ning on PS2 in terms of visual quality and gameplay. 

Whether the game will adopt the same action 
movie stylings of GoldenEye , or the sci-fi slant of 
Quake, Unreal, or Perfect Dark remains to be 
divulged. Sony is apparently on the verge of confirm¬ 
ing the game's existence, possibly as a U.S. and 
European launch title, so we'll hopefully find out 
more soonl 



wo of this year's summer blockbuster hopefuls 
heading for theaters are also rumored to be 
making their way to PlayStation, courtesy of Konami and 
Ubi Soft. 

Director Ron Howard's live action spin on the Dr. 
Seuss holiday special, How the Grinch Stole Christmas , 
simply titled The Grinch , will evidently undergo the inter¬ 
active treatment compliments of Konami and its recent 
partnership with Universal. It's expected that the game 
will be available for the current PlayStation shortly after 
the film's in May. 

Industry gossip also has it that Disney's monumen¬ 
tal Dinosaur, which combines astonishingly detailed CG 
beasts and live action sets, will bear games for PS and 
PS2 from Ubi Soft in late 2000 and possibly 2001. 
Combine PS2's polygon pushing power and ability to 
display DVD quality video, and you can imagine 
how close the final product could be to the film in terms 
of visuals. 


► Disney's Dinosaur 
sports some of the 
most jaw-dropping CG 
animation yet seen. 
PS2 should be more 
than up to the task of 
re-producing it for an 
interactive adventure. 
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PERSONAL INFO: 


Name: John Schappert 
Position: Executive in Charge of 
Production, Madden Football 
Previous Projects: Desen Strike SNES, 
Bill Walsh College Football SNES , Soviet 
Strike Saturn, Nuclear Strike PCi 
Madden 94-97 SNES, Madden 97-2000 
PSX, Madden 64 N64, Madden 99-2000 
N64, Madden 97-98 Saturn, Madden 99- 
2000 PC, NCAA Football 96 Genesis, 
NCAA Football 98-2000 PSX 
Hobbies: Playing and making 

videogames, scuba diving. 

Favorite NFL Team: Miami Dolphins 
Clutch Madden Play: Hail Mary 


BACKGROUND 


PSM: How long has Madden been in 
development for the PS2? 

JS: Madden has been in development 
for PS2 since January of 1999. We put 
together a small team early on to create 
our next generation engine in anticipa¬ 
tion of the PS2's arrival and the power 
that it would bring. Madden PS2 did not 
get fully staffed until the close of the 
Madden 2000 projects, at which point 
additional programmers, artists, and 
designers joined the team. 

PSM: When will it be finished? Is 
there a chance it could ship at 
launch? 

JS: We hope to have it finished before 
the end of summer, with a goal that it 
will ship with the launch of the PS2 in 
North America. We look forward to 
being on the market in time for the first 
football season of the PS2. 

PSM: How many people are current¬ 
ly on the project? 

JS: We have over thirty people working 
specifically on Madden PS2, including 
programmers, artists, and designers. 

PSM: Given the rushed timetable of 
making an early PS2 game, can we 
expect the same number of features 
and options that we're used to? 

JS: Actually we've been planning for 
this game for quite some time and I'm 
pleased to say that it won't play or look 
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short mont 

make sure we had our 
straight and our patterns down. 


rushed. Our goal has been to utilize the 
full power of the PS2, so we knew we 
would have to start early with a large, 
veteran team. That's exactly what we 
did. Madden fans can look forward to a 
solid feature set in this game. Madden 
PS2 is not a port or a rushed project. 


BRIN BING MAOOEN TO THE 
NEXT GENERATION 


PSM: What is the main goal in bring- 
ing Madden to the PS2? 

JS: The driving goal behind Madden 
PS2 is to do 'everything right." Every 
year when you finish a game, you look 
forward to next year's game so that you 
can add in the features that you didn't 
have time for, and fine tune any fea¬ 
tures that users want adjusted. With 
PS2, we threw in the kitchen sink. We 
took a step back and looked at every¬ 
thing in Madden and said "If we can do 
it better, what would we do?" With that 
in mind, we redesigned the majority of 
the game to improve every aspect of 
the game. We knew that we would 
have a very large team made up of the 
most experienced football developers 
within our industry, and we wanted to 
make full use of the power of the hard¬ 
ware and the power of our people. The 
graphics and processing power of the 
PS2 is being put to use very effectively 
in making Madden even more realistic, 
with more realistic players, back¬ 
grounds, physics, tackles, and sound. 
We didn't look at what code and art we 
had from past Maddens and see how it 
would tie in with the new machine. 
Instead, we looked at the PS2 and 
determined what the new 
code and art would have to 
be to make full use of the * k 
power of this new 
machine. 

PSM: What did 
think of NFL2K 
Dreamcast? 
will Madden 
better? 

JS: NFL2K is a 
very nice 


game, and certainly the best football 
offering for the Dreamcast. The team 
made excellent use of the Dreamcast's 
graphics capabilities and it’s a very sharp 
looking game. 

However, Madden PS2 has a lot of pos- 
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EVERYTHING RIGHT/ 


VERY YEAR WHEN 


YOU FINISH R GAIYIE^ 
YOU LOOK FORWARD 
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itives on its 
side. We 
have a strong 
heritage of 
great game- 
play. We have the 
most experienced 
football program¬ 
mers, artists, and 
designers in our 
industry working on the 
title. Also, the PS2 is a 
much more powerful 
machine than Dreamcast, 
allowing for better visuals and more 
computations/code crunching for added 
realism. NFL2K gave people a glimpse 


of what a next generation football game 
could be, but Madden PS2 will deliver 
the whole package. 

PSM: Is it decided yet whether the 
game will ship on CD-ROM or DVD- 
ROM? 

JS: No, this has not yet been decided. 

PSM: Will the game take advantage 
of the DualShock2's analog buttons 
and sticks? If so, how? 

JS: Madden PS2 will make full use of 
the Dualshock2's analog buttons and 
sticks by making mundane things like 
replay controls and menu controls easi¬ 
er, while also using it to innovate the in¬ 
game controls. For instance, our pass¬ 
ing game will be taken to new levels 
with more trajectories, speed and con¬ 
trol. 

PSM: In comparison to Madden on 
the PS1, how many more polygons 
is the PS2 version pushing? j 

JS: Madden PS1 does a great job push¬ 
ing polygons around and really stretch¬ 
es the machine to its limits. Madden 
PS2 will do the same to the PS2. We've [ 
spent ample time maximizing the 
graphics performance of Madden PS2. 

In order to insure that Madden would j 
play fast and be responsive, we set 
limits on the number of polygons for 
many different areas of the game. 
Players, referees, stadiums, fields, and 
other objects that appear on the screen 
are all factored into the equation. As 
we've gone farther in development and 
refined our code, we've increased every 
one of these limits and included every¬ 
thing that we wanted to in the game. In 
fact, it's gotten to the point that we've 
even added the plastic dips that hold 
the facemasks on the helmets! The PS2 
has a tremendous amount of power 
under its hood and it takes a lot of hard 
work to squeeze all of the power out of 
it. For comparison, there are more 
polygons in the 3D football used in 
Madden PS2 than there are in an entire 
frame of Madden PS1 (players, field, 
ball, stadium, referees, etc.). And what's 
more is that we have three of these 
footballs in use at all times on Madden 
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PS2 ; the referees and ball- 
boy swap out the football 
at different times. 







PSM: What other PS2 graphi¬ 
cal effects can we expect to 
see in the game? 

JS: Without getting into too 
much detail, some of the 
effects include: multi-pass ren¬ 
dering, inverse kinematics (IK), 
motion blending, mip-mapping, 
multi-layer animation, morph 
targets, skeletal animation, 
environment mapping, envi¬ 
ronment effects, and more. 

Just to describe a couple of these 
effects, multi-pass rendering basically 
draws the same set of polygons multi¬ 
ple times. As it applies to Madden, one 
effect we have is reflection mapping on 
the helmets, so to do this we draw the 
helmet once with the logo and stripes, 
and the second time we draw it we 
apply a reflective looking map of the 
environment. We use multi-pass ren¬ 
dering in a lot of places to enhance the 
look of the players. IK is a fancy name 
for creating or altering motion in real 
time by the CPU; it's very CPU inten¬ 
sive, so it's no simple task. On the PS2 
we do it on the fly, so if a ball is thrown 
behind a player, the player will turn and 
move his hands to catch the ball. Before 
IK, every single variation had to be cre¬ 
ated and stored on the CD. By using IK, 
we have one turning catch, but to the 
user it could appear as a high, low, ball 
thrown behind, or in front of the player. 

PS(V1: What about artificial intelli¬ 
gence? Will the game be smarter? 

JS: It will be extremely smart. We have 
an incredible combination of more pro¬ 
cessing power and the luxury of having 
every Al programmer from all past EA 
Sports PlayStation football games work¬ 
ing on Madden PS2 {it's an amazing 
team of people). Every player will have 
more ratings to model his real life attrib¬ 
utes. Match-ups are more important 
than ever. Every year we make huge 
strides in this category, and this year will 
be no different. 

PSM: Will the on-the-field physics 
change? 

JS: The physics have evolved in terms 
of realism and detail. A lot of factors 
were added into the physics model that 
combine together for a much more intri¬ 
cate physics system. For instance, we 
have even more collision zones for play¬ 
ers. It is now possible to trip up a player 
with an arm tackle. We also spent a lot 
of time working on how the players 
move. The players move fluidly, and 
they look grounded on the field. 
Hopefully, much of this will go unno- 


V 


' 

l 


ticed by the play¬ 
ers, as we want 
the game to have 
a familiar feel, and 
most importantly, we 
want it to be a lot of 
fun to play. 


\ 



PSM: How many play¬ 
er animations are 
you shooting for? 

JS: There isn't a set 
number, as the 
number of anima¬ 
tions in the game 
is almost infinite. 

We have countless 
animations that we've 
captured through motion capturing real 
NFL players. These animations are used 
as a base and then we apply inverse 
kinematics to create more animations. 
Additionally, we use motion blending to 
blend these animations with other ani¬ 
mations to create new animations and 
more fluid movement. This technology 
is combined with an advanced anima¬ 
tion system that puts everything togeth¬ 
er; it will enable a receiver to be running, 
while turning his head to watch the ball, 
while moving his arms to catch the ball, 
while jumping in the air, and twisting in 
agony as a bad case of pass interfer¬ 
ence comes his way. Madden PS2 's 
new animation system will deliver a 
new look to football video games never 
seen before. 

PSM: How will the sound be better? 
Is there a chance the game could uti¬ 
lize Prologic or AC3 decoding? 

JS: We started with a good design and 
then added more samples, more variety 
of sounds, and better sound quality that 
the PS2 hardware will really be able to 
exploit. A big area of improvement is in 
the commentary, as we've found ways 
to have Madden and Summerall play off 
each other, as they do every Sunday, 
and make comments that accurately 
reflect and analyze how the game is 
going. We have also added team specif¬ 
ic chants, like "Tampa... Bay..." and the 
immortal "JETS Jets Jets Jets". To 
answer your second question, we've 
supported Prologic in the past and will 
support it again. AC3 was really created 
with LaserDiscs and DVD movies in 
mind and isn't a good use of resources. 

PSM: A good, lively crowd is so 
important to the sports experience in 
real life, but ft often comes across flat 
in videogames. How will the PS2 
pump up them up? 

JS: We are using new sound technolo¬ 
gies developed at EA Canada to handle 
crowd audio. With the PS2, we have 
enough sound RAM to have a lot more 
crowd audio, which has always been 


the limiting factor in the past. With the 
extra crowd audio, we have created a 
lot more varieties, so we can do more 
crowd swells and reactions. Don't be 
surprised if the crowd boos when you 
don't go for it on 4th down. 
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PSM: Will the game take advantage 
of the expanded storage space on an 
8MB Memory Card, with maybe 
more create-a-player options or extra 
stat tracking? 

JS: We require the new 8MB Memory 
Card. For the hardcore stat guys out 
there, Madden will surpass the most in- 
depth PC Football games on the mar¬ 
ket. With the new PS2 Memory Card, 
we can take the limited memory fea¬ 
tures of the past to new levels. We 
allow you to edit even/ player on the ros¬ 
ter, which was unheard of on PS1. We 
had some quirky "features" in the past, 
due to Memory Card and RAM limita¬ 
tions, and those will be gone on the 
PS2. The depth of the game is second 
to none. 

PSM: What are some examples of 
things that are in real football, but 
could never be replicated in a 
videogame before now? 

JS: The detailed graphics and fluidity of 
movement has never been this good in 
a football video game. When you watch 
a receiver look at the ball as he catches 
it, or see a player blink, those are the 
types of details that we haven't been 
able to do before. The player move¬ 


ments will look more realistic than ever. 
Wide Receivers will run out routes 
when the play is over, while Running 
Backs will slow down by chop stepping. 
We have added a ton of motions for the 
QB, so all of his moves look better than 
ever before. 

PSM: Will the passing and running 
games be any different than what 
we're used to? 

JS: When we started the project, we 
worked under the assumption that play¬ 
ers would have to learn some new tech¬ 
niques. The new controller adds more 
player control, and the new engine 
makes everything work better and 
tighter. We've also added new options 
to the passing and running game. All of 
our moves have different levels, which 
are triggered by the analog buttons. 
Instead of having one juke move, the 
user now has three that are performed 
by pressing the analog button with a dif¬ 
ferent force. So pressing the button 
hard results in the player performing a 
big juke, while pressing the button soft 
results in more of a head fake. Each 
move is balanced by effectiveness vs. 
bad outcome. For example, the big juke 
is more effective, but getting tackled 
while performing it could result in an 
injury, because the player is in a vulner¬ 
able position. More than ever the game 
Is about Risk and Reward. 

PSM: What other new features can 
you clue us in on? 

JS: In the off season, we signed an 
exclusive deal with the NFL Coaches 
Club. We'll have real faces, real audio 
and real strategy from NFL coaches In 
the game, You'll see and hear the coach¬ 
es in the game. We went the extra mile 
to actually record the coaches as they 
let the referees know what they 
thought about a call, or letting their play¬ 
ers know what he thinks of what he's 
doing on the field. Hearing and seeing 
that in the game is going to be a lot of 
fun. For you Franchise players out there, 
Franchise mode is back and better than 
ever. The coaches play a big part in 
Franchise mode because each coach in 
the game has his own strategy that 
mimics the strategy of the real coach in 
the NFL. The game takes it all into con¬ 
sideration. 

Madden Cards Is a very big new fea¬ 
ture for 2001 that builds on the Madden 
Challenge feature from last year. When 
the user completes a Madden 
Challenge, they earn tokens that can be 
redeemed for in-game trading cards. 
Users can then trade cards with their 
friends via memory card, or risk them in 
a game for hidden players, stadiums 
and power-ups. 
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WO MINE ON PLAYSTATIONl 


PSM: What is your personal take on 
the PS2? What do you see as its 
biggest strengths and weaknesses? 

JS: The PS2 is an amazing machine. It's 
a great design that offers incredible per¬ 
formance both graphically and compu¬ 
tationally, with backward compatibility 
for PlayStation games and DVD play¬ 
back for movies.! can't wait to have one 
in my living room! The biggest strength 
of the PS2 is its power and expandabili¬ 
ty. It has the brains and the brawn. Sony 
didn't skimp on this machine. They 
added USB, PCMCIA, and 1-link ports 
into it for additional growth. It's tough to 
pick a weakness. The PS2 is a challeng¬ 
ing machine to develop for because it is 
so powerful. It requires the best pro¬ 
grammers and artists to get the maxi¬ 
mum potential out of this machine. 
Mediocrity will stand out on this 
machine, and I have no intention of ever 
making a mediocre game of Madden 
Football. 


PSM: How do you see the looming 
battle between PS2, X-Box, Dolphin 
and Dreamcast shaping up? 

JS: First off, I think that the competition 
is very good for the industry. All the 
excitement and advertising revenue 
contributed by each of these compa¬ 
nies is going to raise awareness of 
videogames as a highly accessible and 
fun way to spend free time. As for 
Dolphin, it's too early to tell, because 
Nintendo has not released much infor¬ 
mation about it, but I'm sure it won't be 
a flash in the pan. Nintendo has an 
incredible software library that will prob¬ 
ably only be found on Dolphin, so 
there's going to be a lot of people that 
buy the machine for that reason alone. 
X-Box is certainly an interesting new 
prospect for the industry. With the back¬ 
ing of Microsoft and the power that 
they say it will have, it's certainly a 
machine to be reckoned with and could 
be a worthy competitor for PS2. As for 
Dreamcast, I think it is a nice machine 
that should start showing its age as 
these new machines appear on the 
market. I'm confident that PS2 will be a 
strong platform and quickly establish its 
dominance once released. Well be 
watching the X-Box and Dolphin very 
closely as they become more complete, 
and if they look to be viable platforms, 
then well be there. What's nice about 
being part of Electronic Arts is that we 
are free to develop the best software 
for the leading platforms, but we're not 
tied to specific consoles or hardware 
manufacturers. 

PSM: How do you see sports games 
evolving on the next generation sys¬ 
tems, both short and long term? 


JS: There will be more realism across 
the board, from graphics to gameplay. 
As more powerful graphics chips 
become available, the players will look 
more and more life-like, as will the 
crowds, the fields, and everything else. 
As more powerful microprocessors find 
their way into these machines, game- 
play will continue to evolve with 
improved physics systems, collision 
modeling, inverse kinematics, and ani¬ 
mations. We never seem to have a 
problem using all the power that's given 
to us, and there's always more that 
we'd like to add in. 

PSM: Many gamers have been pretty 
vocal about the initial PS2 games' 
lack of anti-aliasing. Will there be 
time to put this feature into 
Madden? 

JS: We've been aware of this issue 
from the first time that we saw graphics 
on the PS2. This is a great example of 
some of the new challenges that this 
machine brings developers. We're 
working hard to insure that our graphics 
are crisp, smooth, and look great on¬ 
screen. I think fans will be happy with 
the final output. 


patches and upgrades? 

JS: I think you'll continue to see new 
versions of EA Sports games released 
annually. The internet brings amazing 
possibilities to our games, but most 
people don't have broadband connec¬ 
tions to make large downloads viable. 
With the number of new features and 
data changes that are done annually, the 
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PSM: Also, given that Madden must 
have been started a good while ago, 
will the game utilize the VUO and 
VU1 co-processors? 

JS: Rest assured that 
Madden is making full 
use of both VUO and 
VU1, as well as the GS 
and EE. I think 
gamers will be 
impressed with 
what we've been 
able to get out of 
the PS2. 

PSM: What potential do you 
see in eventually bringing 
console sports games online 
with PS2? 

JS: With the direction Sony is 
taking the system, it's just a 
matter of time. Fortunately, 
we have the only PC football 
game that offers matchmak¬ 
ing and network play, and 
that's over a standard 
28.8k modem. This 
was no small feat and 
you'll continue to see growth in this 
area as our PC product evolves. Online 
gaming is huge to us and when it 
becomes a reality for PS2, then we will 
be there with a robust solution that has 
been tested thoroughly. 

PSM: Do you think we'll continue to 
see entire new versions of EA Sports 
games released every year, or might 
they be replaced with downloadable 
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only way to get a 
full-featured sports 
game is to buy 
a new one. 
Otherwise, users 
would be downloading full 

CDs of data and code, which at 
650MB per CD is still painfully 
slow, even at broadband con¬ 
nections. Patches and 
upgrades are great because 
they allow small sections of 
data and code to be changed to 
reflect tuning adjustments, 
bug fixes, or even new ros¬ 
ters. Even with a nar- 
fe'l rowband connection 

/ to the internet, it is 

* possible to download 

patches and 

upgrades, but an entire 
game is a different story. 


EENERAL 


PSM: How much pressure is there 
to really deliver the goods, year in 
and year out, to such a rabid group 
of fans? 

JS: There is a tremendous amount of 
pressure. Madden is something that 
everyone counts on annually, including 
the company and the fans. Just as peo¬ 


ple look forward to the summer movies, n, 
they also look forward to the start of 
football season and the new version of 
Madden Football. There's only one way 
to win in the football business: you 
must deliver the best possible game on 
time. If you’re late, your sales don't 
measure up, and your fans have gone 
elsewhere. If you deliver a mediocre or 
poor product, your sales reflect it, and 
you've lost your fans. We acknowledge 
this and our goal each year is to meet j 
these challenges and bring out the best 
football game that we can. These loyal 
fans make our sales numbers for us, so j 
we don’t even have to think about the | 
business end of things. It all works out | 
if you listen to the consumer, make the 
game they want, and deliver a quality 
product, which we have done consis¬ 
tently over the fife of this franchise. I 

PSM: Has the NFL seen Madden 
running on the PS2 yet? What do 
they think? 

JS: The NFL has not yet seen Madden 
running on the PS2. When they do, I j 
think they'll like it. 


PSM: is there anything that the NFL 
won't allow you guys to put into a 
Madden game? j 

JS: The NFL is truly a partner with us, j 

just as Players, Inc. is a partner They | 

know that their consumers want differ- j 
ent types of games, and they've been j 
very accommodating to us and the con- j 
sumer base. Whenever we want to add | 
new features, they ask how they can 
help. It's a great partnership. I 


PSM: In closing, what final message 
would you like to say to our readers 
about this new Madden? 

JS: I hope that all past and future 
Madden players enjoy this new version 
of Madden. It is the result of 11 years of 
football development and represents 
the true heart and sou! of over thirty 
people whose only goal is to make the 
best possible football game. These 
folks have been eating, drinking, and 
sleeping Madden PS2. We will only be 
satisfied if we deliver a game that 
meets the fans' expectations. I actually 
think we have a game on our hands that 
will exceed those expectations. Our 
goal is to be seen as not just one of the 
top sports games on the PS2, but rather 
one of the top games, period. We're 
always listening to what you have to say 
about the game and working to create 
the game you want. I feel confident that 
we've done right by our loyal Madden 
fans, and also created a game that will 
make a lot of new users turn their head 
when they see it come on the 
screen. It will be an 
amazing game. 
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We've listed every upcoming 
PlayStation game we can think 
of. However, keep in mind that 
these dates often change. It's still 
fun to look forward, though! 
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Finally, the WWF 
has come back to 
the PlayStation. 


Here are the top sellers for Electronics Boutique 
stores nationwide. Smackdown! laid the smack down 
on the rest of the top 10 games for March. 


1 ► WWF Smackdown! 


2 ► Syphon Filter 2 - Gabe's back in action 

3 ► Triple Play 2000 - Out of the park! 

4 ► Front Mission 3 - Mega mecha 

5 ► Fear Effect - Lock and load 

6 ► Hot Shots Golf 2 - Fore! 

\ 7 ► Ace Combat 3 - High flying combat 
j 8 ► Tony Hawk Pro Skater - A classic 

9 ► Gran Turismo 2 - Losing traction? 

10 ► Alundra 2 - RPG adventuring 




Wrestling games are 
laying the smack down 
on their competition. 


Every month, NPD surveys retailers to determine the 
nation's top ten best-selling PlayStation games. 
WWF Smackdown! is the current king of the ring. 


1 ► WWF Smackdown! 

I 2 ► Gran Turismo 2 Hot wheels 

3 ► Tony Hawk Pro Skater - Catch some air 

| 

4 ► Dukes Of Hazzard - Yeehaw! 

5 ► Fear Effect - Intense action 

| 6 ► Spyro The Dragon - The little dragon that could 

7 ► Sled Storm - Back at $20 

‘ 8 ► Weed For Speed III - One of the greatest 

I 

9 ► Gran Turismo - Still racing 
blO ► Namco Museum 3 - The classics return 
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2NDQUARTER GAMES 


MAY 


Acclaim.Racing.Jeremy McGrath 2000 

Atlus.RPG.Rhapsody 

Bandai.Adventure.Countdown Vampires 

Capcom.Action.Strider 1&2 

GT Interactive.ActionDuke Nukem: Planet Babes 

Infogrames.Racing.Test Drive Cycles 

Interplay.Action..Gekido 

Midway.Football.Arena Football 

Midway.Arcade.Paperboy 

Midway.Arcade.Rampage Through Time 

Namco .Puzzle.Mr. Driller 

Sony..Skateboarding.Grind Session 

Sony..Action.MediEvi! 2 

Sony.RPG.Wild Arms 2 

Square EA.Action/RPG.Vagrant Story 

JUNE 

Activision.Action.Covert Ops: Nuclear Dawn 

Codemasters.Racing.World Racing Champ. 

Infogrames.Racing.Wacky Races 

Kdnarni .Soccer.Major League Soccer 

Konami....Action.Nightmare Creatures 2 

Namco...Action.Dragon Valor 

Sony.RPG.Legend of Dragoon 

Square EA.Action/RPG.Legend of Mana 

Sunsoft.....Action/Adventure.Blaster Master 

THQ.Action/Adventure.Danger Girl 

Vatical.Mech Action.Iron Soldier 3 

OTHER ZNI-gUUTER RELEASES 

Activision.Action.Spiderman 

Activision.Action.....Tenchu il 

Bandai.Action.Devil-Man 

Bandai.Strategy/RPG.Digimon World 

EA Sports.Racing ...Formula 1 Championship 

EA Sports...Rugby...Rugby 2000 

Natsume .Fishing..Reel Fishing 2 

SNK.RPG.Koudelka 

Titus.Racing Roadsters 

Ubi Soft.Platform..Rayman 2 


3RD QUARTER GAMES 


JULY 

Acclaim.Racing .Vanishing Point 

Acclaim...Wrestling..ECW; Anarchy Rulez 

Activision .Fighting .X-Men: Mutant Academy 

Capcom..Adventure ....Resident Evil: Survivor 

Codemasters.Boxing Mike Tyson Boxing 

Square EA.Action/RPG.Threads of Fate 

Take Two ..Action/Adventure....Darkstone 

Working Designs...RPG.Lunar: Eternal 


AUGUST 

Acclaim.Racing.Re-Volt 2 

Activision.Action/Adventure..Tenchu 2: Assassins 

GT Interactive.Action.Animorphs 

Square EA.........RPG.....Chrono Cross 

SEPTEMBER 

Capcom.RPG.Breath of Fire 4 

Capcom.Action/Piatform Mega Man Legends 2 

Hasbro.Action.Action Man 

Hasbro.Arcade.Breakout 

Hasbro.Gameshow.Family Feud 

Hasbro.Arcade....Frogger 2 

Hasbro.Arcade..Galaga 

Hasbro.Gameshow.Jeopardy 

Hasbro.Racing .NASCAR Racers 

Hasbro...Gameshow..Wheel of Fortune 

Square EA.Action/RPG.Parasite Eve 2 

Vatical.Racing....Polaris Snocross 2000 

OTHER 3RD-QUARTER RELEASES 

Activision......Skateboarding.Tony Hawk 2 

Fox Interactive.Action ...Buffy the Vampire Slayer 

Fox Interactive.Wrestling Simpsons Wrestling 

Fox interactive..Action/Adventure.Titan A.E. 

Fox interactive..Action/Adventure ....Planet of the Apes 

Psygnosis.Car Combat_Destruction Derby 3 

M i dway...Actio n/PI atf orm..D uce 


4TH-QIHTEB GAMES 


OCTOBER 

Capcom.....Action/Adventure.Dino Crisis 2 

OTHER 4TH-QUARTER RELEASES 

Activision.BMX Racing.Mat Hoffman's BMX 

Hasbro.Racing.NASCAR Heat 

Hasbro.Racing.Nicktoons Racing 

Mattel.FightingRock ’em Sock 'em Robots 

Midway.Action/Adventure ...MK: Special Forces 

THQ.Action.Evil Dead: Hail to the King 

THQ.Wrestling.New WWF Game 

TO RE ANNOUNCER 

Crave.Fighting.Ultimate Fighting 

Eidos.First-Person Shooter.Daikatana 

Eidos.Action.Urban Chaos 

EA.....Action/RPG.Dungeon Keeper 2 

EA...,.Racing.Moto Racer 3 

Grolier...Action.Virus 2000 

GT Interactive.Hunting.Deer Hunter 

Hasbro......Action/Platform...CatDog 

nfogrames.Action/Adventure...Alone in the Dark 4 

nterplay.RPG.Baldur's Gate 

nterplay.Action/Racing.Carmegeddon 
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Animated Blood 
Animated Violence 
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Cotton furcrx 


:■ 


manic fun! 

• . -if ’ •■■■■• r - r ?r-y- •■’>■.'. ■-w .-•■ ■>.■•.'. 'V . • 

as they run wild 


Reckless, destructive, wicked, aggressive 

Micro Maniacs punch, kick, and fight dirt 
through the house. 

' ' v' • • ■■?. -.;• . ’ .1. '. •'• : v.-: 

• •: ’•• . v • ■ :' ...’■■■ ’r’r ' • - ... :. 

No principles, no prisoners, just 12 mutant characters 
devastating anyone and anything that comes between them and 
winning. It’s multiplayer mayhem at its maniacal best. 

Run! 


2 multiplayer modes 


8 mutated 


weapons 

,• ■■ .... . •: .. - . 
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Unlock the secrets within this 
long-lost place and time 


Recreate the world of Fa'Diel 
with powerful artifacts 


Explore and battle in this 
immense/ unique land 


Experience a story of incredible 
depth and flexibility 
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Mild Animated Violence 
Suggestive Themes 


CONTENT RATED BY 
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©1999, 2000 Square Co, Ltd. All rights reserved. SQUARE SOFT 
and the SQUARESOFT logos are registered trademarks of Square 
Co, Ltd. LEGEND OF MANA is a trademark of Square Co, Ltd. 
PlayStation and the PlayStation logos are registered trademarks ot 
Sony Computer Entertainment Inc. The ratings icon is a trademark 
of the Interactive Digital Software Association. 
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FA W 


WM ooking at 
HhSP the screen- 
shots here, it's obvi¬ 
ous that FIFA Soccer 
World Championship 




J I I H‘I I p rt w 






I be no \ 
slouch in 
pthe graphics 
department. A lot of J ha f the ip 

. . . . look even be 

attention has been paid 




almost indistinguishable from the real thing — particularly 
noticeable in the player faces. These guys may not be the pret¬ 
tiest brace of sportsmen in the world, but that's about as life¬ 
like a couple of mugshots as you're likely to see in a game for 
some time to come. This game just looks damn good. 


Publisher; EA 

Developer: EA S 

..... 

Available: TBA 

■> l um * ■ ■ mu » i< 1' i Hte i 

Ty pe: Sport s/ Soc cer 
# of Players: 1-4 
if of Discs: 1 


■PVv*-. k •"O'V 


This Juventus defender doesn't look too 
worried about Jetting the opposition get a 
shot off, but even in this still shot, you can 
see there's a lot going on. 
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II stay consis 
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his month, the friendly folks at EA Sports weti 




by inch, and even 
pick what type of 
pads and wristbands 
he'll wear. This 
mode is so ridicu¬ 
lously detailed,j you 
can even go in :and 


vye were blown away, 


V 

; V.. 
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page 30 to see 


special Q&A interview this issue, John Schappert of the 
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m has its real coach, whose face lias been scanned into the The Madden team has worked hard to ensure the 
ne. The teams will run plays from their coach's own play- game will be ready by September, since that's when 

)k, which should help to make the action incredibly realistic. most people believe the PS2 will ship. All we can say 

The Maddenteam is also making full use of the DualShock2 is, EA's already got opr money. — Chris Slate 
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on the zip you put on a pass, how much you juke, and more 
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ever— 


year? You can expect that same kind of: leap forward with 
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way: "There are more polygons in the 3D football 
Madden PS2 than there are in an entire frame of 
Madden PS 1 {players, field, ball, stadium, ref¬ 
erees, etc.}. And what's more is that we 
have three of these footballs in use at 
all times on Madden PS2 ; the refer- 


hairstyle and ' 

color, just in case his 
helmet gets knocked off during a monster hit! 


This shot shows many elements tc s 
Notice the excellent crowd, the nice gras; 
tore, realistic shadows, and oh yeah, play 


at different times." All we can say to I 
that \s...damn! While we were trying 
out Madden, there were times when 
the camera pulled back and it looked just 
like a real game. It's that good. 

Unlike NFL 2K, players in Madden .• 


yards per game) you 

. .... . 


will be an incredible amount of detail on the sidelines as well, 
from the players on the bench to the chain gang. Also, each 
team has its real coach, whose face has been scanned into the 
game. The teams will run plays from their coach's own play- 
book, which should help to make the action incredibly realistic: 


1 ^- Cards. By completing Madden challenges 
|v (such as having a running back get so many a 
v yards per game} you earn tokens to purchase * 
packs of Madden Cards, each of which 

I Tj§- J unlocks a new secret feature or option. It V 
J&St could be an extra stadium, a new coach, 

\ f or tons of other things. You can even bet 
pr your card against a friend's to add some ^ 

extra incentive to a versus game. |3p 
ad and Madden 2001 has quickly become l 

lt§i number one on our PlayStation2 ^ 

must-have list. The game is simply gor- ' 
geous, plays great, and has tons of amazing new , 
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ang with those bone-crunching hits. 

EA isn't skimping on the list of features 
and modes, either. One area that really 


Publisher: EA Sports 
Developer: EA Snorts/Tiburon 
Available (US): P S 2 Launch 

Type: Fo o tba ll _ __ 

# of Players: 1 -8 ___ 

# of Discs: 


iv u r 

impress 
part of 1 
sport is tl 
with guys like 
this coming 
after you, 
players still 
want the 
ball. 
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This image was taken from our 
cover, but uses the in-game model. 


Slick 
Interface 


tech feel of the PlayStation2. Here's a first 
look at what the menus will look like. 


PpCSB Stiirt 


+ lots oi super-cooi new mooes, 


mnuntH 

m S IfvIfoMrlil m 


user pro fifes O 
matfcfen cards O 


20 m 


settings O 
memory earn O 


V«fllfth 0,09 


SOPO Hlootronic Artu* Afl Rights* Rur.urvrjd, 


+ We could go on and on—this game looks amazing! 


second looks at this one. With the best graphics and 
features set ever seen in a sports game, EA Sports is 
proving they mean business on PS2! 


The high*res menus give Madden a fresh new look for the first PlayStation^ version. The basic 
list of modes on the Main Menu (shown in the screen to the right) lead to more detailed options. 
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When the game is finished, the side¬ 
lines will be packed with players, 
cameramen, officials and more. 






Talk about detail — 
this guy's got a fully 
rendered head under 
his helmet! 


7?. . 


The ref 
looks 
better 
than 
other 
football 
games' 
players! 
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The PS2 can produce 
enough polygons to real¬ 
ly make the players 
smooth and rounded. 
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Unlike most games out 
there, the players cast real 
shadows — the best look¬ 
ing ones we've seen so far! 


1 * 0 ! 




After fooling around with Madden’s new Create-A-Piayer mode, 
we're convinced that no corners are being cut to get this game 
out in time for the Pl|y$tation2 launch. You can modify every play¬ 
er in the game, or create new ones, with a sick amount of options. 
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Create Piayesr ^ 




Stftn Ittzwtw 
Ltffi Effeawtil} 
Right Wriftf&l 
Left wmttGJ 
Rigltt HardfGf 
Uft 

cn§ SUevtsiGl 
L# ; \ Shoe 


TC Pad 
TC Pad 
Normal 
Normal 
Normal 
Normad 




-- 


New 
p foyer 

WLfe Balanced 


i if%i liimt a ,1 

L#*t Karri # Pf 




Str^njlh 
Tackle 
TtoewaAec 
Thr o w Power 


P *■ -i It sn 

Year* Pt® 
§ Um<t 


A ...okay, now this is just sick* **Right Elbow 
Pad"? "Left Shoe"? "Long Sleeves"? This is just 
a sick level of detail. Gimme my copy now! 
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:J : '’’ ’ 
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A ...there seems to be a lot of different things to 
tweak, lots of different stats to adjust. Okay, 
this is starting to look really, really cool... 


A Okay, here we go with Create-A-Player. First 
screen, pretty standard stuff: jersey number, 
player name, age, team, yadda-yadda... 


vrt.k?* 


If you want a great exam 
polygon power, just look at t! 
noli of blubber is smooth and 


In the early version that we played, this perspec¬ 
tive looked the closest like a real game on TV. Just 
wait until you see these guys in motion! 


When we look at this game, we weep tears of joy, Madden takes us to that dreamy, happy place called "Game Heaven 


ffifchaSu 


The graphics are amaz- 
ing, but what we can't show 
you is how much smarter 
the players in this game 
1 are going to be. EA plans to 
take full advantage of the PS2's 
advanced artificial intelligence. 


Up close like this, you can really see the detail in the players. Their faces look great 
already, but will be refined even more. You can even see the hair on their arms! 




• 

\ m 









































































































































































































































































































































JUN€ EO□ □ 
//uuujuj.D-niLYK-HDflR.cam 


HTTP 


This is no knock on NFL 2K, because quite 
frankly, when that game came out, we were 
putting in overtime on our Dreamcasts. But it's 




atton football title. Check out the proof 
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Perhaps A1adden£ biggest advancement is in 
ooking lighting effects can make. The NFL 2K sh< 


the lighting. Just look at what a difference nice, natural 




y:?k C : 


▲A Wow, now here's a difference. The camera angles aren't a good match, but the PS2 screen really looks 
like a game on television. Again, the biggest difference is the natural lighting that the PS2 can produce. 
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This is quite possibly our favorite 
screen. They even detailed the bottom of 
the guys shoes! Also, notice the QB's eyes 
following the play. 




PS2's lighting effects. Notice how the QB 
faces into the sun, and vice-versa. 




It's shots like this that makes us 
proud to be Americans. Bless you, 
NFL Look at how sharp their (ersey 
numbers and helmet logos are! 
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© 1999 fntogrames U.K. All Rights Reserved. Irrfogrames is a trademark of Infogrames North America, Inc, 
Hogs of War is the trademark of Infogrames U.K. All others trademarks or registered trademarks are the 
property of their respective owners. PlayStation and PlayStation logos are registered trademarks of Sony 
Computer Entertainment Inc. 


BATING PENDING 


PlayStation 


Visit www.asrb,org or call 


HiOO-7713772 for more info 


CONTENT RATED 8Y 
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~ e already gave out an early score for 
ITekken Tag Tournament last issue, but 

felt obligated to talk more about it. 
Now, we've had several weeks to play the game and 
get the PS2 launch excitement out of our systems. 
We can give you the full scoop on what the game has 
to offer and where it's lacking. 

Visually, Tekken Tag is amazing. The game's 34+ 
characters sport an mind-blowing amount of detail 
and a huge number of polygons. Clothes ripple, mus¬ 
cles stretch/retract and hair sways. Eyes even move 
to track the opponent. It really is an impressive sight 
to see. The scary thing is that the characters are only 
the half of it. The backgrounds and lighting are the 
real major stars in this game. From a snow-covered 
forest a the dimly-lit dojo, the fighting environments 
are just spectacular. Some of them look pre-ren- 
dered, but aren't. Everything is real time! 

I won't focus on the fighting system much, since 
everyone should be familiar with it by now. However, 

I will mention that the tag system does add quite a bit 
of depth to the game. There's a lot more strategy in 
deciding what two characters to use together, 
because some work better than others, Each team 
can also perform a unique double-team throw attack, 
which is a new feature for the series. You can learn 
more about it by reading the related boxout in this 
preview. Aside from these tag features (which are 
currently available in every other P$2 fighting game), 


however, this game is very much Tekken and doesn't 
do much that's very innovative. Keep that in mind 
before you consider buying it. If you're sick of Tekken 
3, then you probably won't enjoy this game, at least 
not for very long. 

While it's disappointing that Tekken Tag didn't 
have a special mission mode, like the one in Soul 
Caiibur, it still has plenty of secrets for gamers to 
uncover. There are at least fifteen characters to 
unlock and several modes to discover. And some of 
these modes, such as Tekken Bowl, are just plain bril¬ 
liant and fun. 

Above all, 77Tfor the PS2 is a brilliant conversion 
of the System 12 arcade title. It dramatically 
improves upon every feature that you can think of. 
However, it's still just Tekken 3 with a couple of new 
features and dramatically enhanced graphics. Those 
of you who got burned out of Tekken years ago won't 
really find anything here to respark your interest. 
However, for you fans, this is the best-looking, best- 






a GALLERY — Now, this is a rather innovative fe 
fare that should appear in all future games, j 
anytime during a fight, you can take a sere* 
grab and save it to your memory card. Brilliant. 


Stephen Frost 


M TEKKEN BOWL 


has different bowling abilities) and try to beat the 
current reigning bowling champion. 


mtsfG 




- irT ' k - T ' 


1 / returns 

and > 5 

.. Jr just about 

’ ? as powerful 

as he ever 
was. Fortunately, 
all the other characters 
are now a lot more balanced than before and 
can compete well against him. 


THEATER — After playing through the game, the 
; Theater mode opens up and allows you to view 
the various intro movies and ending segments... 
only after you have unlocked them. 


Whenever you deliver a major hit or a 
"killing" blow, the camera will swing around 
to give you the most dramatic angle to view 
the action. It's like a movie in that reaard. 


Namco has some of the most talented CG artists in the world. 
Each game that gets released by the company has an intricate 
CG movie that plays at the start. And over the years, these 
movies have gotten more and more realistic. The intro movie to 
Tekken Tag is certainly no exception and features some of the 
best looking pre-rendered sequences yet seen on the PS2. Here 
are some of the highlights of that movie. 


•* 



















































































June 


// uuujlju t D-H1LYK-R D-R R .conn 


HTTP 


* ■ nr i t i 


■'■ 11 


.. 






■ <■■■ . .-! 

A'/:;.;.,:-;. 




The addition of the tag feature to Tekken 's fighting 
system was a great idea. It allows for a deeper gam¬ 
ing experience and more strategy. Along with the 
standard "juggle an opponent and call in your part¬ 
ner to finish the combo type moves", you can also 
perform specific team attacks. For example, hitting 
the tag button along with triangle (when near your 
opponent), will cause your character to throw them. 
Then, your partner will automatically jump in and 
attack the thrown opponent. 


■ : d 'r*~/ . • Vi 


run in and attack them 


▲ ...Your partner will 
automatically. After that, you'll be able to con 
trol them again. 


rtf-c 


art— 
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▲ Just hit R1 + Triangle to toss your opponent to the 
ground and initiate a tag team throw attack. 


▲ They'll land on the ground dazed and not be quite 
sure of what's happening. As they attempt to get up... 






Most of the backgrounds are just plain gor¬ 
geous. This snow level is a classic example of 
that. You've got CG-qualHy trees in the back¬ 
ground and particle-based snow falling in the 
foreground. If this is a sign of what's to come, 
then Tekken 4 is going to be an amazing game. 


Here's a look at all the 
playable characters in the game 
Some of them, like Tiger, 


can 

only be selected by highlighting 
certain characters and hitting a 
specific button. 


The fighting system, from the juggling to the ten-hit combos 
is pretty much unchanged from Tekken 3. Some of the charac 
ters do have new moves but that's about it. 


Unlike past Tekken games, trie endings in TTT are 
all done in real time. Sadly, they still don't make 
much sense and will further confuse you about the 
whole Tekken storyline. 


Developer 


Available (US): Fall 


What's a Tekken game without a good practice 
mode? The only bad thing is that the diagrams 
showing you how to pull off the various ten-hit 
combos don't stay on-screen for very long.' 


As in any good fighting game, die characters cel 


ebrate when they're victorious. On a side note, 
look at all the people in the background and how 
the lighting bounces off the fog. 
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in battle. 

Here you see a fire attack that is very effective 
against most monsters. 


This is the first time that a PC-style RPG was developed 
with a console in mind. It should hopefully combine the 
depth we've come to expect from a PC RPG with the 
intuitive controls and interfaces of a console one. 


on the architecture and the overall design 
of towns and buildings. It really feels like 
you're stepping into a fantasy movie. 


ith the power of the Play$tation2 sur- 
ffi passing current computers, there's no 

surprise that more and more "typically 
PC" titles are finding homes on the console. There's 
just a larger potential market, and a greater chance for 
higher revenues. THQ is well aware of this, which is 
why it's putting a lot of time and energy into its first 
next-generation title, Summoner. The game will hit first 
on the PS2 and then later on the PC. 

The story of Summoner follows the adventures of 
a young hero named Joseph, who's afraid of his ability 
to summon monsters. When he was young, Joseph 
tried to stop attackers from invading his village by call¬ 
ing upon the help of a demon. Sadly, the demon ended 
up slaughtering the villagers as well as in the intruders. 
The boy watched, in horror, as his family was slaugh¬ 
tered by the very monster he had summoned. 
Eventually exiled from the village, Joseph vowed that 
he would never summon again. However, fate would 
intervene. The boy had a destiny that needed to be ful¬ 
filled. Guided by a mysterious man called Yago, Jospeh 
is asked to explore the world and search for the miss¬ 
ing Summoner rings. This is the only way that the 
invading armies of Orenia can be stopped and the land 
freed from evil once again. Reluctantly, Jospeh agrees 


A The storyline is driven by certain key characters, so you'll 
want to talk to everyone you see. Some will reveal nothing 
while others will tell you valuable clues. 


anyone. The game plays very much like an RPG, but 
fighting is based in real time, much like Zelda or Legend 
of Mana. From our understanding, the actual combat 
system will start out simplistic, but will increase in 


There's a lot of marble and rock textures 
used in this game, which gives everything that 
fantasy feel. It's like something straight out of 


weapons will become available as your experience 
increases. You'll also be able to control up to five dif¬ 
ferent characters or summoned creatures at a time and 
there will be multiple quests to complete. 

Summoner could very well be the first major title to 
bridge the gap between PCs and consoles, it has the 
depth and intricate storylines that PC gamers are used 
to, but also features arcade-style fighting and a slick, 
easy-to-use interface that console fans are used to. It 
looks like everyone wins, which is why this is one of 
the titles we're looking forward to this Fall. 


A Volition is used to working on PCs, which is 
probably why everything has that blocky look 
to it. With the PS2, you'll start to see a lot more 
qames with curved surfaces. 


The game takes place in a fully realized 3D world, 
where you can go anywhere and talk: to pretty much 


Little effects, such as 
the flames and particles 
used in this screenshot, 
are very easy to pull off 
on the PlayStation^. 
They add the atmos- 
phere that make good 
games great. 


A. Here are some of the characters in 
your party. You already know about 
our hero. The other guy looks like 
Jekhar, a warrior whose parents 
were killed by the demon that 
Joseph summoned long ago. 


A Unique statues and designs help to differ* 
entiate all the towns in the game. Just like in 
real life, every place you go will look different 
than where you came from. 


Large variety of monsters to summon/fight 
Beautiful spell and lighting effects litter the game 
Numerous secrets and quests should keep gamers 
busy for a long time 

Blocky edges and noticeable aliasing problems may 
slightly mar an otherwise well-designed game 


Publisher: HQ 


A This gives a great example of the scope of 
detail you'll see in this game. You've got 
everything from little benches in the fore¬ 
ground to huge buildings in the distance. 


Developer: Volition 
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: ere's a little known fact for you: the 
H PlayStation2 conversion of Dead or 
Alive 2 was completed in just over two 
and a half months. Knowing that, you might assume 
that some corners would have been cut in the 
process, but that's certainly not the case; In fact, 
Tec mo actually managed to squeeze in several fea¬ 
tures that were originally planned for the arcade ver¬ 
sion, but didn't make the final cut. 

Compared to coin-op, the basic character mod- 


making attacks come off quicker (but do less 
damage) the harder you press the buttons. 
Rounding things out, each character has at least one 

unlikeithe1 Dreamcast Hi 


^»s:;eostuiTje 
sicn — must be unlocked, and the! character select 
screen now reflects which costume you've chosen 
by showing an animated, polygonal version of your 
fighter on-screen. 


Bandy Nelson 


4 The Tag Battle 
ifS; mode in the game 
7L J has been enhanced 
to enable four 
human players J to 
compete against 
each other by using 
a multi-tap and tag¬ 
ging each other into 
action on-the-fly. 


ing, and, at least for now, unique effect. 

Many of the original stages now have new areas 
that you can uncover. For example, you can now 
knock your opponent through the windows on the 
Dragon Hills stage, causing both of you to fail into an 
elaborate room with a giant golden dragon at its 
center. In addition, three new stages have been 
added to the PS2 version. 

The game's creators, Team Ninja, also spruced 
up the final boss battle with Tengu by using a psy¬ 
chedelic blurring effect that clears up as his life bar 
is depleted. Analog button sensitivity has also been 
added, but, according to Tecmo, it's primarily intend- 


Unlike other ver- 
the character 


5ions 

select screen shows 
you which costume 
you’ve chosen. 


I In addition to 
running at a full 
60fps, the cinemas 
also boast newly- 
added details such 
as better lip-sync¬ 
ing, moving eyes, 
and blinking eyelids. 


Publisher: Tecmo 


Developer: Teciho/Tearti 


Release Pate (Japan): Out Mow 


Type: Fightin 


# of Players: 1-4 


ing caution beacons occasionally illuminate the 
fighting field and characters. 


ing effect is used during the final 
It clears up as you deplete hi 
that extra "alternate reality" 


# of Discs: 1 


New stages not found in the arcade game 
New areas added to existing stages 
Enhanced lighting effects 
Consistent 60fps movement in both gameplay 
and cinemas, for a very smooth-playing game 


Although it plays exactly the same as the arcade and 
Dreamcast versions, the added stages, new areas in 
existing stages, enhanced special effects, and other, 
B more 

version 


. . . ... . , . .... 


; - 1 : - 
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The PS2 version of Dead or Alive 2 
contains three stages originally planned for 
the arcade version, but didn't make it in due 
to time constraints. 


els, textures, and backgrounds remain unchanged. 
The aliasing (jagged edges around objects) seen in 
other early PS2 titles is still present, but not as 
noticeable, and everything, including the between- 
match cinemas, now runs at a consistent 60 
frames-per-second. Visually, the biggest advanee 
over the arcade version comes in the form of some 
impressive new lighting effects. For instance, as the 
elevator in the Danger Zone stage moves, it passes 
by flashing lights and red warning beacons that illu¬ 
minate the scene in real time - it's a very cool-look- 


A The Crimson takes place on Hong Kong 
rooftops at sunset, complete with electrical wires 
and hanging laundry. 


—>> -sc 


mmm 
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A The Koku An is a Matrix-like dojo with rice 
paper walls that can be smashed through, carry¬ 
ing the fight into a central Zen garden. 


Even though they didn't have a lot of time, 
Team Ninja still managed to use some of 
PS2's extra muscle to pull off some neat (and 
sometimes weird) new special effects. 


•• 
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A Finally, The Prairie is a wide-open southwestern 
area with some cool sand storm effects. 
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The slopes themselves 
promise to be expan¬ 
sive and challenging. 


Publisher: Konami 

. .. . I | II n I > H Hi l l i ll III i 

Developer: Kcna ni 

' —■ " ■' *' ■ 1 -ii- J' i ■ 'i i ' ■ V ii' i i 'i ^ i '.Hi t u '■ m *1 w»iu' «■ •• 

Available (Japa n): Out Now 
Type: Shooter 

, . XIT —. T —-.— 

# of Players: 1 

j ■■ip'ii.. . i ..i ■ ■ ■ 

# of Discs: 1 




j yy Ki so sprite-based shoot-'em-ups probably weren’t what Ken Kutaragi had in mind 
when he designed the PS2 hardware, but at a time when the genre is all but dead, we'll 
take what we can get. In this case, it's two games from one of the best shooter series ever on 
one disc, plus some great-looking new CG cinemas. 

Shooter veterans will no doubt remember Gradius III from the Super Nintendo, which 
appears in this compilation virtually unchanged from its 16-bit form. There have been a few slight 

touch-ups made, though, and the siowdown/flicker that plagued the SNES original has been 
dealt with. 

Making its way to PS2 via Japanese arcades, Gfddius IV plays just like every other game in 
the series, but it's easily the best looking of the bunch. Sporting a color palette in the thousands, 

some nice special effects, and massive enemies, it more than confirms that the Emotion Engine 
can handle 2D graphics with ease. 

There's no word on a potential U.S. release of this pack, but it's definitely something that the 
most diehard 2D shooter nuts will want to investigate on import. 

— Bandy Nelson 


A ' Running in high-res, Gradius IV boasts some super-colorful ene¬ 
mies and environments. 


A Both games sport new CG A Gradius IV's bosses are mam- 
intermissions with DVD-like moth, plus die detailed explo- 
clarity. Does this look really cool sions and transparency effects 
or what? look great. 


A It's the classic Gradius ship like you've never 
seen it before. Look at that power-up! 


Publisher: Konami 


Developer: Kortami 


Type: Snowboarding 

# of Players: 1 




Events will include Big Air, Border Cross, Halfpipe 

■ 

and Slopestyle, so you'll be able to go up against (or 
play as) all the biggest and baddest Winter X board 
jockeys. And, if the stiff competition proves to be too 
much for you, there'll be a go-any where 'freeride' 
mode, so you can slide all over the mountains without 
any of the pressure. The racing will be intense, but 
Konami are keen to emphasize the creative aspects of 
the snowboarding lifestyle and promise ESPN X 
Games — Snowboarding will grow with your improv¬ 
ing skills and reward inventive riding. 


puted leader in the provision of serious sports 
programming in the U.S. So, when Konami teams up 
with these guys to bring a snowboarding game to the 
PS2, the result could be good news for extreme sports 
fans everywhere. Taking ESPN's Winter X Games as 
its cue, the development team has recreated the look 
and feel of the pro-boarder competition. Real riders, kit 
and a licensed soundtrack are a given with this genre, 
but with this strong link to the ESPN name, you're also 
going to get totally authentic-sounding commentary 
and a whole boatload of camera angles that will mimic 
the station's "IV network coverage. 


Be as creative as you can with your jumps and 


Max Everingham 


It's beautiful to 
look at, but would 
you want to be in this 
guy's shoes, I mean, 
boots, right now? 


Boris uses the time 
during a rail slide to 
adjust his clothing. 
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publish er: Psygnosis 
Developer: Psygnosis Cambridge 
Available: TBftl 
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Type: . \ cti on/Strat eg y -..v' 1 . 

•it of Playe rs: i'BA 
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# of Discs: 1 


HG&? 


eveloped by the same Psygnosis branch behind Colony Wars: Red 
Sun, Dropship leaves space behind (for the most part) and focuses 
on terrestrial combat both in the skies and on the land. The basic gist of the 


Your dropship is bristling 
with weapons and loaded 
with troops. 


mountainous environments are looking great, but the ships themselves lacf 
textures. A release date has yet to be issued, but at the current rate of devel 
opment, we wouldn't count out a late 2000 or early 2001 debut. 


You’ll have to successfully 
clear a path through 
enemies vehicles before 
touching down and deploying 
your troops. 


mmw ww** ' 
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in the third-person adventure with a medieval theme - and, happily, so is her 
unique form of transport. 

Despite some wooden 'acting' from the main woman herself, Drakan 
wowed in terms of level design and gameplay mechanics. The ability to run 
around on land, killing ugly folk and then, in a snap, take to the skies on the 
back of Arokh, your faithful dragon, impressed many of those who played 


A The clothes are still a bit daft, but that's a ARynn prepares to administer a quick jab to 
mighty impressive hand there. the chap in the cage. Rather him than me. 






the atmosphere. Arokh emerged as the star of the piece, with his convinc¬ 
ing animation, powerful attacks and general all-around cool factor, but from 
what we can see here, Rynn herself is also looking considerably more 




■ ■ 








before she's even started 


■ V " 7 - * ' 


ftp CP 


Publisher: Psygrtosis 
Developer: Surreal Software 
Available: TBA 

W* * n ! ■ ■ Mip a in -tut ,i h ii ijiiia . ' ■■■ 1 fh '■ uvi * ' 

rpe: Action 


Max Everingham 


% Tooled up and ready to roll. Now, where's A One of the ugly folk. Give that big jabroni 
my ride? Arokh! what he deserves. 
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it but it falls 


a few goo 


flat on execution 


e'd hoped that Square could resolve 
Driving Emotion's glaring control prob¬ 
lems between the beta we played last 
March and the final release, but, alas, it couldn't. 

There's a very distinct delay between moving the 
analog stick and your car responding on-screen. This 
causes you to oversteer dramatically, and once you 
have, makes it a strain to compensate. The result is 
a constant tug of war with your car. Fiddling with the 
options menus uncovers controls to adjust the ana¬ 
log sensitivity, which does decrease the need to 
grind the gas button to accelerate, but does very lit¬ 
tle to fix any of the steering problems. 

In the game's favor, after spending consider- H 
able time bumbling around the track, you can * 
actually get a feel of sorts for the controls (which \ 
requires being extremely light-handed with p 
them, while at the same time constantly cor- t 
recting your direction) and begin to place first in p 
races. Unfortunately, you can never fully shake l 
the feeling that one false brush of the analog P? 
stick will cost you the race. & 

It should also be said that in a few respects, 
Driving Emotionis a great looking game. The in- 
car view, complete with real-time lighting, realis¬ 
tic head movement, and even interior reflection ! 
off the windshield is simply the best ever The L, 


unique motion blur and diffuse lighting effects j 
are also quite impressive. There's little polygon 
pop-up, and the frame rate is smooth. 

While the nighttime Urban Highway course f 
looks snazzy, the rest of the seven courses are * 
totally uninspired. There's also no sort of competi¬ 
tive structure or season mode to speak of. 

There's word that Square may already be working 
on a sequel to Driving Emotion. Hopefully, they'll 
keep the good stuff (the unique in-car view and nice 
effects), and fix the control, make more interesting 
bourses, and add a season mode. — Randy Nelson 


CELiCA 


The inside-fhe-car 
view is one of the 
few things this 
game gets right. 


PAJERO aupfcrt LXCEtO 


You're not just limited to sports cars — try 
taking this Mitsubishi 4X4 for a spin. Even 
the in*car view is elevated, just like it 
i should be. 


While it won't really help you come to grip: 
with the control, Driving Emotion's driving 




< The cars look great on the 
selection screen, but in the game 
a lot of that detail is lost. 




Developer: Escape 


Release Date (Japan): Out 


One of the first lessons involves using proper 
breaking to navigate an oval. Hey, stop laugh¬ 
ing — it's not as easy as it sounds. 


You can also race any of the courses with rac 
ing lines turned on. Hi is may be of some assis 
fance in learning to steer. 


+ Excellent, super realistic in-car view 
+ Unique motion blur and lighting effects 

Control dead zone leads to repeated over-steering 
Poor course design and no competitive structure 
- It bears repeating — the control absolutely sucks 
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From the in-car perspective, 
you can even hear your tires 
passing over joints on elevated 
roadways — it's that detailed. 


The replays have some cam¬ 
era glitches, but the headlight 
effects ore simply some of the 
best graphics we've ever seen. 


two versions or Japan : 
famed Tsukuba circuit are avail 
able to race on, throwing hair 
pin turns into the mix. 
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Publisher: Square 


















































































































































June £□□□ 

•httf ■ / /wwWiD-RILY-RFIDFl-RiCarri 


A J 




> *tM**i 




. ■. . . _ 


Iff' .8,8/ 
MP 9989 


HI- -r .'-.' 1 

viP 3®©: 


■ Publisher: Konatni 
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. Developer: Konami 
Available: TBA 


Type: BPG 
# of Players: 1 


doesn't sound all that dumb at all. He takes a trip, he sings — makes sense to us. Charged by her father with 
the daunting mission of cheering up a miserable young princess, you, as the hero, become diverted from your 
original task and explore the island kingdom, getting yourself into all sorts of sticky situations. At certain points, 
you will have to make choices concerning triggered events, and your decisions will lead the game down one of 
several paths. Fighting is turn-based and relatively straightforward, but in keeping with the game's name (now 
you know what it means), there will be times 
when your musical prowess is called upon and 
you'll have to use your guitar to solve puzzles 

and satisfy requests: you can even use - • f* 1 

Konami's Guitar Freaks controller if you have IV 

one! The island is populated with a whole array ■' * ®| 

of characters for you to interact with, and H 

they'll be extremely detailed, with between 2- 

3,000 polygons apiece. That's a lot. ; '-,p ^ V 


That's you, as Rumy, dealing out some d' 
nasty, hairy monster* 


Max Everingham 


When youVe presented before the court you have 
to pay some respect. 


This screen gives you a good idea of the graph 
ical style of the game's characters. 


Publisher: Square 


Developer: Square 


Available: TBA 


feature a ’zone' and 'spot' marker respectively, and field¬ 
ing selection is semi-automatic and works pretty well. 

From the show floor in Kaihin Makuhari, we were able 
to play as the local team (Chiba Marines) in their own 
stadium, just a stone's throw from where we were stand¬ 
ing, and then watch helplessly as we were mercilessly 
crushed by a decent team. Not something we’d normally 
relish, but hey, we were having all those warm gooey 


HI e had the opportunity to play this at the Spring 
Tokyo Game Show and came away with warm 
gooey feelings. The animations in Gekikuukan are simply 
breathtaking — not just the amazing-looking catcher, but 
everyone on the field: that split-second pause fielders 


a base-runner, the exasperated bat-fling of a struck-out hit¬ 
ter, and so on. 

None of this would matter if the game played poorly, 
of course, but in fact the control is tight and responsive, 
the pace is just right and every feature basically contrives 
to make playing the game feel extraordinarily realistic. The 
batter/ pitcher interface isn't a dead giveaway, but does 


A wild throw causes the hitter to lose 
his balance and go down cursing. I swear 
you can see the guy on second laughing 
in the upper-left corner. 


Max Everingham 


Here's the local 
team in Chiba 
Marine stadium. 

I used to be able 
to see the lights 
from these games 
from my house 


Hi;.-i. itjpi’.Kr '' 


The pitcher/batter interface is simple 
and efficient. Yellow dot for pitch, red 
oval for batter zone — and each differs 
depending on who's up. 


If you look closely at this shot, you can 
see the look of dismay on Rose's face as 
he misses this pitch* 


# of Players: 1-2 


# of Discs: 1 
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# of P layers: 1-2 
# of Discs: 1 


jj | eminiscent of Acclaim's futuristic racer, Extreme-G, Motor Mayh 
1 is Infogrames' attempt at cashing in on the whole alternative ra 
craze. The game takes place in the year 2166, when racing has become tfo 
form of entertainment on the olanet. Contestants from all BiM W& nafcvv/ h 


A While the game will focus on racing, it will have a lot of combat-oriented gameplay, 
as well. Each of the vehicles will be armed just like the ones in the Twisted Metal series. 




-v- 


gjj s bile this past Tokyo Game Show was not the most 
! exciting of events, a few companies such as Konami 
actually put fourth some effort and revealed a few surprises to. 
the gaming press. Aside from the rather impressive Z.O.E. 
mech title, and the Front Mission- like Ring of Red, show goers 
were also treated to a video of an upcoming time adventure 
game by then name of Walpurgis no him to yoru (The Day 


According to the PSM historian (Bill), Walpurgis Nacht is the 
most evil night of the year. Apparently, it takes place exactly six 
months after Halloween and is 
the time that all the nasty crea 


Apparently, these gems play 
an important role in the game. 
You'll probably have to collect 
differently colored ones from 
each location you visit. What 
do they do, though? 


walk the Earth. 

In the case of this game 
you play the role of ar 
unnamed man who has to trav¬ 
el through time in order to prevent this night from happenir 
From what we've seen, the in-game graphics of Walpurgis 
look very good. Flame effects and facial animations are 
top-notch and the overall atmosphere greatly reminds us / 
of Silent Hill. That makes sense when you consider that / 
the two games were developed by the same team. f 

We don’t currently know if Walpurgis is going to l 
make ft to the U.S., but we felt we should cover it any- \ 




Here's an 
example of one 
of the many 
towns that you'll 
visit during your 
journey through 
time. Notice ail 
the little details, 
like the plants 
on the window 
sills to the tiles in 
the sidewalk. 


Stephen Frost 


charac¬ 
ter designs 
look great and the facial animations 
are some of the best ever. It's nice to 
see graphics of this quality becoming 
the norm instead of the exception. 


Publisher: Konami 


Developer: Konami 


Available: TBA 


Adventure 


# of Discs: TBA 
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games in order to make them better and 
more polished. Often players won't even 
notice them, but it's still nice to know that 
they're there. 


the car's tailpipe and the numerous advertising 
billboards should really help to give Midnight 
Club a higher sense of realism. 




Obviously, hitting a jam while you're Heading down a one wc 

racing can result in major aggravation, never really a good thing. 

That's why it's important to know the can help you take the lea< 

city well and be able to take back- have to make sure you do 
• ' > . . . . . . ' 


best route to take, just like 


&Vrt-r; 


the nearby area c 
reflected on the car, 


Tokyo and London) and allow players toi race| across;huge imaps of 
freeways, major streets and narrow one-way alleys. And since 
there's no limit to where you can drive, it's up to you to figure out the 
best routes through each 

to deal with cops, endless traffic jams and other potential road haz¬ 
ards along the way. In comparison, MidnightClub does share a lot in 
common with GT interactive's; Driven but will probably feature a 
much more intricate traffic system and better AT. 

Despite the fact that the game still: looks quite early (the cars 
aren't that detailed and some of the building textures look iike place¬ 
holder), we have high hopes for it. After all, it's being created by the 
same developers who did Midtown};t^ness^^ PC, And that 
game was great. Well besure and ;do airnore: m-depth update on 
Midnight Club after we get: a chance to play it at E3. 


Dodging all this crazy traffic is going to take 

V ^ T t « . „ t Wt m N 


nerves of steel and reflexes to match* Fortunately, 
you're a cab driver and used to such craziness. A 
normal person would just freak out. 


Stephen Frost 


/ Here's a classic racing strategy. Forcing 
the competition off the road is just one 
way of ensuring your lead. Just remember 
thpf they can do the same to you and are 
generally belter at it. 


game has it all, including ofr* 
road racing. Well, all kidding 
aside, you can sometimes 
avoid traffic by heading up bn 
the sidewalk, just be sure and 
hit some pedestrians. 


While die game will have more erf an 
arcade feel, die physics engine will still be 
quite complex and allow for some seri¬ 
ously dramatic accidents. You will believe 
a car can fly. 


Publisher: Rockstar Games 
Developer: Angel Studios ; 
Y, Available: Pall ; ^ 

: Type: Racing 

* of Players: 1-2 
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pe: Action/Advent are 


la. For one, your actions will determine if your charac¬ 
ter becomes an outlaw or a hero. The gameplay will 
also be diverse, ranging from shootouts, to stage¬ 
coach heists, to card playing. It'll hit stores next spring 
but you can take a look some screenshots now. 






■■ ■■ \ 


▲ Effects such as the billowing smoke from this 
train/s locomotive should really show off PS2's 
particle capabilities. 


Publisher: Acclaim 


If the real Ferrari 360 competitive circuit is 
any indication, each car will be individually 
tuneable for maximum performance. 
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_ nnOvative computer game developer 

* Bungie Software is bringing its talents to 
PS2 with Oni, a third-person action game that com- 

* ■ ..' . . . .V.'"..’.' ' ..V > 7 : r • V '.7 ' -7 V.*, 7- cfV. /*, *•7.;.’ ‘" * 

bines hand-to-hand fighting and weapons combat that 
look like it's straight out of a Hong Kong action flick. 

Taking place within a fully modeled futuristic city;; 
the game casts you as Konoko, a one-woman crime¬ 
fighting force. In addition to a wide variety of martial 
arts moves, she can use weapons, or, if she runs out 
of ammo, grab her opponents' guns and use those 
instead — what Bungie calls "full contact action." 

Utilizing a technique called animation interpolation, 
the game can depict fluid transitions between Konoko 
running, evading, and attacking with ease. Real-time 
lighting is also used in creative ways, so that,; for 
instance, you can shoot the lights out in a room 
and take advantage of the confusion that invokes 
in your enemies. 


Konoko has access to a wide assortment of mar 
rial arts moves, including flying kicks. 


Thanks to some advanced Al, the enemies 
teamwork to their advantage whenever possible 


Throw anime-style visuals and planned multiplay¬ 
er support into the mix, and you've got one action 
game that you'll definitely want to keep an eye on. 


Randy Nelson 


Konoko is one 
mean cop! 


if your gun runs out 
of ammo, you'll be able 
to grab your opponents' 
weapons and start 
blasting away! 


Uzis and rocket 
launchers are two of 
the weapons planned 
for the game. 


Thanks || 
to inter- 
po I a t io n 
techniques, 
character's 
moves will 
blend fluidly 
together. 


Publisher: ftoekst a t 


Available: Fall 


► It seems that the action is almost 
shooter-like, with massive bosses to 
be contended with along the way. 


onami s latest PS2 creation, Zone ot the t 
(Z.O.E. for short) is actually a collaboration be^ 


ir Solid director), Yoji Shinkawa (MGS character desic 
iaki Okamura (Tokimeki Memorial) ~~ and Gundam X 
3uyoshi Nishimura. 

Set in the distant future, when most of humanity has rel 
to outer space, the story of ZO,£ revolves around the I 
taining humans on the planet (the "EndersT and their stri 
survival. So far, only three characters have been reveal* 
ng boy, a young girl, and a mysterious woman, all of v\ 
t their own mechs. 

So far, Konami has said that the game will feature explor 
battle segments, although only combat has been shown 
What has been shown, however, is simply amazing. The i 
mechs sport mind-blowing detail, and the combat is str 
of the best mech anime — complete with ungodly n 
neuvers and machineguns shattering skyscraper window 
ZO.E. is currently without a release date, but you can be 
II have more on this hot-lookinq game just as soon as pos: 


▲ The midair fights are loaded with 
thrilling maneuvers and eye-melting 
special effects. 


► The weapon effects really must 
be seen in action to be believed, 
but this shot gives a good idea 
of their intensity. 


Publisher: Konami 


▲ Without a doubt, this is the most 
detailed mech action game ever, if not 
the most detailed videogame ever. 


Developer: KCEJ 


Available: TBA 


Type: Action 
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Publisher 


g j ooking much like a cross between dear of the 'law. As Mark, a pro bank robber drawn 

\ Metropolis and Driver, The Getaway is the back into his. bad old wavs when his son is kidnapped 

recently announced new offering from Studio Soho, and used as 'motivation', you’ll have over 50 vehicles 

the British outfit responsible •• for ■ Total NBA anti . to appropriate and put through, their paces. Everything 
Porsche Challenge. Even glancing at the screenshots ip tne game is modeled with extraordinary attention to 

here, it’s obvious., that the team has spent an detail, so while they’re tearing-through the city per- 

immense amount of time and effort sculpting the forming all their outrageous stunts, players will notice 

environment you'll be racing around in — in this case, peripheral activity that gives the city a completely 

jolly old London. Those familiar with the streets of the v authentic, living l identity. 


The gritti¬ 
er, worn-down 
side of the city 


Max Everingham 


double-decker bus ride or scream past their favorite 
Indian takeaway restaurant as they carry out their 
dubious underworld activities and attempt to stay 


a: 


A All the fabulously diverse architecture of 
London is captured to perfection. 


Well officer, it's like this: I was just in Oxford 
Street, collecting my dry cleaning and... 


two vehicles at right are the boys in blue {police}, so 


instruments: in putting 


map, ano nowrsygnosis is noping its latest anti-gravity racer win nave 

• • 

the same effect for PS2. No matter what, we know what effect Wipeout Fusion 
had on us v\ ; these first screens came in — our jaws were on the floor. 

This time around, the racing action takes place in the year 2150, and a new 

league of anti-grav racing has been introduced that boasts 
are Tilhioheo perfdrmahceTvef 

lighting in this 

greot-iooking, but .ferent handling and compared to 

below actually, .has jUSt SOVen u 
real volume to it 






\ Expect the courses to span the range The tracks will be much wider this time 
from futuristic cityscapes to dark around, but you'll need every inch of it to 
underground caverns. outmaneuver your rivals. 




;W :: 




V. V ■ , 




shortcuts .to encourage experimentation in finding the 
fastest route to the finish line. 

L ■ ... 

V Graphically, the game is a little barren at the 
\ moment, but that'll definitely - charige - as. develop- 
\ ment progresses, as it stanos, tne cars are 
1 painstakingly- detailed (right down to the 
I weathering on their metal plating) and the 
m*J trackside buildings, mountains, and other 
. / structures are jaw dropping, i^^w aS: wh"Td"w 
y Psvgnosis hasn't said exactly when to 

V- expect Wipeout Fusion, but there’s a chance it could 
be ready for PS2's U.S. and European launches this fail 

Well have more on this hot-looking 
sequel soon. 


HBBh 




Publisher: Psygnosis 


Liverpool 


Available: T8A 


\ Uke the first game, Wipeout Fusion will feature lots of impossible-looking 
comers and steep track segments. 


of Players; TBA 











• , : T‘ 






















































































































































































































































































































































































































































































































































































































































































































































































































































Be he alive or be he dead 


> is a game oj tevenge. n aarx eany iuuus revenge wnere you u name against w aijjerent creatures using new 
fighting techniques, combination moves, and fatalities. A revenge that goes deep into 30 game sectors in 
ferent worlds including subways, castles, sewers, cities (London/Paris), cemeteries, villages, and underwater 

A gory revenge. An extremely gory revenge. 


Soundtrack by Rob Zombie 


MATURE 

CONTENT RATED BY 


Animated Violence 
Animated Blood and Gore 





Sega# Dreamcast. 





PlayStation 

® 

KONAMI 


Nightmare Creatures II TM & © 2000 Katisto Entertainment, S.A, Produced by Universal Interactive Studios* Inc. Published and 
distributed by Konami Co*, Ltd, PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. 
Sega* Dreamcast* and the Dreamcast logo are either registered trademarks or trademarks of Sega Enterprises Ltd, The ratings icon 
is a trademark of the Interactive Digital Software Association. Konami is a registered trademark of Konami Co., Ltd. All Rights Reserved, 




www.nightmarecreatures,com 
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vampires in the process 
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So get moving, before you become 
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Yes, the PlayStation is incredible — but that 
doesn't mean all of its games are going to 
knock your socks off. Our reviews give you 
the total breakdown on all the latest titles, so 
you know when to buy and when to cry. 



Vagrant Story 
Vanark. 












Eagle One: Harrier Attack .......... do. 48 

Family Game Pack 

MediEvil II .. oa. 56 

Micro Maniacs . MMk 

MLB 2001. pg. 55 

Mr Driller no 51 

Need For Speed: Porsche Unleashed . pg. 52 
Sosa's High Heat Baseball 2001. | |i. pg, 55 
Speed Punks., .............,. . . . . pg. 50 

Star Wars: Jedi Power Battles. ..... 


|BJ 


The P5fY1 Rating Scale 
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feyj1 


e here at PSM want you to know that we take 
our reviews very seriously. Just like you, 
we've been burnt before by bad games (and these 
days, it ain't so easy to get the store to take 'em 
back!). So when we sit down to review a new title, 
we look at it like this: if we had just shelled out fifty 
or so hard-earned bucks for the game, how satisfied 
would we be? 

To summarize a game's overall worth, we use the 
traditional "five-star" ratings scale. If we give a game a 
full five stars, it's our guarantee that you can't go wrong 
with it, so go out there and pick it up! 


UlAAT THE RATINGS MEANS 


A PlayStation classic that no fan should be without 
A can't-miss game, no matter who you are! 



A really well-done game. If you're a fan of the genre, 
& you should definitely check this one out 



A pretty good game. It has its share of rough spots, I 1 
but it has some redeeming qualities, as well. j j 

, . r -r 

Maybe worth a quick look if you're a diehard fan j j 
of the genre or license, otherwise, don't bother j j 


Don't even make eye-contact with this one— I 1 
it's not worth one second of your time. 



Breaking it all down* -FSIYI style 
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1ST HOUR 1ST DAY 


IISY WEEK 2ND WEEK 1ST MONTH 2ND MONTH 

111! 


G A 


★ SUMMARY 


MUSIC IS JUST STANDARD 


STUFF, BUT 1 
/ ADD A LOT 


IT TAKES HOURS TD FIGURE OUT THE CONTROLS—THIS 
GAME IS TDD HARD TU GET INTO 

What does the bear have to do with anything? 


This is the 
Game 

Summary. It's 
kind of like 
"Cliff's 
Notes" for 
all you lazy 
types who 
won't read 
the whole 
review. 


With our Replay Chart, you can see the potential lifespan of a game at 
a glance! Some games are great fun at first, but quickly wear thin. 
These are the categories that we think are most Others are tough to get into, but really take off if you stick with 'em. A 

important when rating a game. Each is rated on 5 means that you will be playing it non-stop, while a 1 means its prac- 

a scale from 1 to 5. tically in the closet. 




hese are our ratings for 
some of the games released 



over the past several months. 
Check 'em out for any titles you 
may have missed! 

Ace Combat 3: 

Eiectrosphere OGGOO 
Alundra 2 0001/2 
Armored Core: Arena 0001/2 
Army Men: Air Attack OOOO 
Army Men: Sarge's Heroes O 
Ballistic 0000 
Boombots OOO 
Chef's Luv Shack 001/2 
Chocobo's Dungeon 2 OOO 
Colin McRae Rally 00001/2 
Colony Wars: Red Sun 00001/2 
Crusaders Of Might And Magic O 
Deception III: Delusion 0001/2 
Die Hard Trilogy 2 0001/2 


★i* 




Dukes Of Hazzard 
ECW Hardcore Revolution 
Fear Effect 00001/2 
FIFA 2000 00001/2 
Fighting Force 2 001/2 
Formula 1 '99 00001/2 
Front Mission 3 0001/2 
Galerians OOOO 
Gauntlet Legends 0001/2 
Gran Turismo 2 00001/2 
Hot Shots 2 0001/2 
Hydro Thunder 0001/2lnt. Track & 
Field 2000 0001/2 
Jackie Chan Stuntmaster OOO 
Jojo's Bizarre Adventure 0001/2 
K-1 Grand Prix OOO 
Killer Loop 0001/2 
Marvel Vs. Capcom 0001/2 
Misadventures Of Tron Bonne 
Mobil 1 Championship OOOO 
MTV Music Generator OGGOO 
NASCAR Rumble OOOO 
NASCAR 2000 001/2 
NBA Shootout 2000 0001/2 
NHL 2000 OOOO 


NHL Rock The Rink 0001/2 
Pong OOOO 
G*bert 001/2 
Quake il OOOO 
Railroad lycoon II OOO 
Road Rash 2: Jailbreak 001/2 
Rolicage Stage II 00001/2 
Runabout 2 00 
SaGa Frontier II 0001/2 
Shadow Tower 001/2 
Silent Bomber OOOO 
Silhouette Mirage OOO 
Street Fighter EX2 Pius OOO 
Street Sk8er 2 OOOO 
Superbike 2000 001/2 
Syphon Filter 2 OOOO 
Thrasher: S&D OO 
Tomba! 2 OOOO 
Twisted Metal 4 001/2 
Vigilante 8: 2nd Offense OOOO 
V-Rally 2 0001/2 
Worms Armageddon 00001/2 
Wu-Tang: Shaolin Style 0001/2 
WWF Smackdown OOOO 
X-Files OO 
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Glass Ghost 


Air Combat 



JWI ost homes in America have a game closet; musty shelves containing dusty 
^LEJ games that the family got together and played once or twice before for¬ 
getting them altogether. Now 3D0 has gathered together most of those old games 
and put them all on one CD that goes by the name of the Family Game Pack. 

There are a ton of games here, broken into four categories: Casino games. Board 
games, Solitaire and Card games. Each category has five different games, except 
for the Casino mode, which has three: Black Jack, Slots and Video Poker. The list is 
huge and varied: Reversi, Checkers, Chess, Dominoes, Backgammon, Klondike, 
Auld Lang Syne, Calculation, Scorpion, Flower Garden, Spades, Hearts, Go Fish, 





1ST WEEK 2ND WEEK 1ST MONTH 


2ND MONTH 


1ST HOUR 1ST DAY 




Some missions will require 
you to refuel in midair. You'll 
actually feel the jet turbulence 
from this KC-135 tanker. 


■ § 


vil terrorists have set off a nuclear device high in the atmosphere, prevent¬ 
ing the U.S. from responding to the takeover of American military bases in 
Hawaii! Who will save democracy? Why, the United States Marines, of course, led 
by Eagle One (uh... that's you) at the controls of the Harrier VTOL aircraft. Booyah! 

Eagle One: Harrier Attack is a tough, realistic combat sim that has a lot going for 
it. The cutscenes were taken straight out of the news and offer gritty combat and 
accident footage while advancing and reinforcing the story line. The missions are 
realistic, often involving midair refueling, combat zone rearmament, and split second 
coordination with ground units, all of which are missions of the real USMC Harrier. 
You'll also get to fly these other warbirds as 
wellithe F-16, the A-10, a rescue heli¬ 
copter and the Raven. You’ll also get to 
take off and land on a carrier. Woohoo! 

The game also offers a two-player 
mode, which can be played head to head or coop¬ 
eratively, as well as a training mode, which you will 
need, since the control system will take some getting 
used to, as the Harrier doesn't fly like a convention¬ 
al jet. Expect to crash a few times before 
advancing on to the shoot 'em up stuff. 

The graphics aren't quite up to 
snuff, sadly. There was quite a bit of 
tearing and targets got a bit pixeHated 
at close range. On the other hand, 
stuff blew up real good when you 
nailed it. The explosions are sweet! 

If you're looking for a flight sim with realistic action that 
isn't loaded down with a sappy storyline, then Eagle One is just the ride you're look¬ 
ing for. Now get up there and shoot somebody down! 




Crazy Eights, and Old Maid. There's something for just about anyone, as long as 

you're not looking for a real big jolt of entertainment. 

Most of these games aren't very much fun by current gam¬ 
ing standards, with the possible exception of Hearts and Spades, 
which are found under the Card games. The Al in these games is fair¬ 
ly sharp and will give you a decent run for the money, assuming that you 
can't find another human to play with. 

This is the main problem with this compilation. Most fami¬ 
lies have all of the paraphernalia necessary to play most of these 
games stuck away in the game closet and, when in the mood for 
some Checkers or Chess or Klondike or Crazy Eights, will sim¬ 
ply pull out the board or the cards to play. Maybe 3DO 
should have named this the Loner Game Pack... 

The graphics and sound are nothing to write 
home about, while the control is fairly intuitive and 
easy to understand. 

If you have no family or friends, then the 
Family Game Pack is probably just what you 
need to wile away those long, lonely hours. 
Otherwise, why not just grab a sibling or two 
and search through the old game closet? 
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SUMMAR Y 

m ...Bur most families are made up of more than 

JUST TWO PEOPLE. 


1ST HOUR 1 1 ST DAY 




DF DIFFERENT GAMES TO PLAY... 
ll IS SHARP. ESPECIALLY WHEN P 
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4 Puzzles aren't too complex. 
Usually, they simply involve 
moving or smashing crates. 
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fe* The real-time cinemas are brilliant, as 
are the comic book-style text boxes. This 
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T Chaining special attacks together can 
produce magical results. Here, you steal 
away HP from your enemy. 




L The detailed combat system is one of the game's major strong points. Get close, target your enemy 
and attack! 




D he first thing that strikes you about this game is its incredible cinematic pre¬ 
sentation. Right from the start, you're immersed in the game world through 
dramatic real-time story sequences. Also, comic book-style word balloons are used 
in place of dialogue text boxes. When all of these elements are added up on screen, 
the result is a fresh, exciting new look for an RPG. 

The game plays like a fairly standard dungeon crawler, where you run around 
mazes, fight monsters and solve the occasional puzzle. The real focus of this game 




a Play for awhile, and you'll go from a brown 
dungeon to a (gasp!) blue dungeon! There's a 
forest later, but it's still pretty much the same. 


Combat works similar to Parasite 
Eve: a press of the Circle Button brings 
up a 3D sphere that shows your 
4 attack range. You can choose to tar¬ 
get different points on your 
enemy, which usually include the 
head, body, and individual armsjg 
and legs. There's strategy here|§| 
in that striking certain body par® 
will cause more damage, but may 
be more difficult to hit. 

The Inventory system is 
deep and complex as you'll find. 
Different types of weapons have a 
greater or lesser effect on differ¬ 
ent types of enemies. Also, you'll 
quickly gain offensive and defen¬ 
sive techniques that you can chain 
together to cause extra damage 
or reduce the damage done to 
you. Still not deep enough for ya? Later in the game, you can even take certain 
weapons apart to make new ones. That's crazy deep. 

Vagrant Story is a very good game overall, but one tailored to specific tastes. 
Many gamers may begin to tire a few hours in, because — despite the tons of items 
and a novel combat system — it's still just a dungeon crawler. You'd better enjoy 
murky, dank stone rooms, 'cause you're going to be seeing a lot of them. Once the 




< Ashley Riot is the main man 
in Vagrant Story. With a 
name like that, he's either got 
to be a swashbuckling hero or 
a rock star. 


mm 


A Wow, that's one 

nice dragon! Vagrant Story has some of the best-looking 
(and biggest) monsters you'll find anywhere. We just hope 
you're up to kicking some major dragon butt. 


; 






Definitely buy this one if you're big into micro-managing massive inventories, 
charting mazes and figuring out the exact best spot to hit a lizard man. But if you're 
the type of RPG player who needs lots of visual variety, character interaction and 
towns to explore, you should give it a try before you buy. 
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1ST HOUR [1ST DAY 


1ST WEEK 2ND WEEK 1ST MONTH 2ND MONTH 


Iff STORY SCENES ARE SOME DF THE BEST EVER SEEN! 

The COMBAT AND inventory systems are fresh and 

DEEP 

Once the story scenes thin dot, it loses some. 
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Sony’s newest kart racer plays 
well, but lacks Inventiveness. 
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Control-wise, it's easy to pick up, although many kart-style racing fans might be 
a little thrown off by its method for tight cornering, which is more power-slide like 
than the ’hopping" into corners of most other kart games. Overall, though, the con¬ 
trol is solid and feels really good. Visually, it's crisp, colorful, fast, and, best of all, 
moves without a hiccup. 

Unfortunately, while lots of attention was paid to making the characters and 
game world unique, little was given to doing the same for the courses and power- 
ups, two very critical ingredients in a game of this type. Instead, its tracks are all very 
generic in terms of actual design, with no major new ideas, themes, or challenges 
from one to the next, and its power-ups are about as derivative (but functional) as 
they come. 

In the end, Speed Punks is an enjoyable game that could've been a lot better 
with just a little more effort. It's no CTR , but still deserves a go for those who sim¬ 
ply can't wait for the sequel. 


n 
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ast year's Crash Team Racing th rust go-kart-style 
racing into the spotlight on PlayStation and left 
fans of the game clamoring for more. Rather than 
commission a sequel to the game for 2000, however, 

Sony chose to bring over the UK-developed Speed 
Punks instead. 

And why not — the game has a lot going for it in several key 
areas. For starters, it really has a lot of personality, which is essen 
tia! for any character-based racer. The charactets (misbehaving 
kids) are all very cool and the cartoon-like 
look of the courses fits with them perfectly. 

There are also a good variety of characters 
to choose from, each with easily discern- 
able strengths and weaknesses, a good 
number of courses to race on, plus solid 
multiplayer modes. 


He's a misbehaving 
tittle brat, but that's 
okay, because he's 
got an attitude! 


Vanark 


THIS SHOOTER REALLY MISSES THE MARK 

he latest would-be savior of the shooter genre, Vanark, boasts a couple of 
features that sound interesting in concept, but are far overshadowed by 
many of the same flaws that have ruined so many games before it. 

At best, the game throws some variety into the mix by having you pilot a 
hover-bike instead of your high-performance space fighter in some areas, and 
allowing full 360 degree movement in others. You can also select a wingman before 
heading into combat, each of which has certain specialties, such as pointing out 
where a boss might be weak. 

It terms of core gameplay, though, Vanark bears an uncanny resemblance to 
Omega Boost, although much less polished, and even goes as far as to "borrow" 
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< This game has intensity, but 
certainly lacks inventiveness. 


spark and explosion effects straight from that game. The rest of its graphics are 
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2ND MONTH 


2ND WEEK h ST MONTH 


1ST HOUR 


1ST WEEK 


dated in comparison, however, and it's often difficult to make out your enemies from 
their surroundings. Peppering the landscape with laser fire and holding down the 
lock-on button yields better results than any attempt to carry out any sort of strate¬ 
gy against these enemy drones. The fact that the available weapon power-ups, 
selectable before each mission, actually seem to get less useful as they ascend in 
scale doesn't help either. 

Making matters worse, the game requires you to control your pilot between 
stages, as he painstakingly trudges around the inside of the command ship. Rather 
than simply watching an exciting cinema before combat, you have to talk to people 
— at a snail s pace — and navigate rooms. What fun is that? The answer, as with 
the rest of the experience, is "not much." Only the most fanatical shooter veterans 
will enjoy this game, and even then, not for long. 


















































































T | his is the kind of quirky Japanese-style game that will either click with you 
P at first sight, or not at all. The title screen sets the tone with high-pitched 
children's voices yelling "Mr Driller!", while goofy saloon piano music plays in the 
background. The graphics are candy-coated, with hues so sugary you're sure to get 
a tooth ache. It's this kind of wacky approach that will either have you singing along 
with the wackiness, or tuning away. 

Mr Driller is a very fast-paced puzzler. Basically, you start at ground level and dig 
your way down as deep as you can get {the depth is set by which mode you play). 
As you dig down through brightly-colored puzzle blocks, you cause chain reactions. 
It's like trying to dig down a screen in Tetris that's already filled to the top with 
puzzle pieces. Blocks shift and fall, and when they touch another block of the 


PUS Lit HI 


DEVELOPER 


4 Using weapons to irr 
your friends’ progress is 
the fun. 


‘jdiiSf; 


HHrt ell; [ guess it was a natural progression: if you can have so much multi-play- 
B V r er fun tearing around comical tracks in itty bitty cars set against everyday 
backdrops, just think how much cooler it’d be if you tore around on foot. Er, yeah, 
OK. Nevertheless, someone at a Codemasters marketing meeting must have said 
something pretty darn similar to that because, in Micro Maniacs, we're presented 
with just such a premise. 

The cutesy miniature vehicles you've grown accustomed to seeing in the Micro 
Machines series are gone (but not entirely) and instead you have only your own 
muscle power to coast you on to victory. Still shrunken down to ant-size, 
you have to negotiate overpowering obstacles across 33 themed race- 
courses as you do battle with your fiercely competitive friends. 

Each of the cool characters has different attacks to help 1 

swing the odds in their favor and, despite the pedestrian j j 

theme, it : s not all running: you get to pilot several other v/ jJ|8| 

modes of transport appropriate to the theme of the partial- 

lar track you're racing, including jetskis and bumble bees I / 

In play, it's an amusing concept. Here , s three of fhe / 

There are plenty of nice touch- cute Irttfe running guys. ( 

es relating to course obstacles S 

(like the saws on the Handyman Hurdles track, which I 

decapitate you if you run into them) and when played with V ur# ~ T , m > y 

several pals, the game-play shines. Despite a few irritating % 

problems — mostly caused by poorly-defined track borders y \ nR 

and shortcuts that turn out to be the quickest way to get sent \ j 

to the back of the pack — the competitive aspects of the p I 

game make for some very fierce, and noisy, fun. Micro 

Maniacs is best treated as a party game and if you're play- 

ing it alone, you're not only a sad individual, but you're also missing 

the: point. Call your friends, crack open some liquid refreshment, pop the game in, 1 

and prepare for hilarity to ensue. 


4 Dig-Dug, eat your 1 heart out! 
Mr. Driller can dig down 
through the center of the Earth 
and ask for seconds! 


color, they disappear and cause even more blocks to shift. So as 


vJS same 

you're digging down at a frantic pace, you've got to worry about your 
ISHi tunnel caving in behind you. There's quite a bit of puzzle strategy at 
. y7 work here. You'll also need to grab pockets of air, as your supply is 
fgtft constantly running out the longer you go at it. 
m f\ Even though the puzzle-block premise is very straightfor- 

ward, the game does a great job of mixing up the action. As you dear 
ggf / certain depths the look of the board changes, as does your strategy, 
fik'j Sometimes the blocks are very small, making it difficult to get around 
JBsf to grab air capsules. Or, the block pieces can be so big that just destroy- 
|Y|\ ing one destroys a huge chunk of the board and puts you into a freefall. 
I Jj If you can appreciate its charm, Mr. Driller is a very enjoyable 

9 anne - There's strategy, fast action and goofy saloon piano music. You 
NdjffPh can really get zoned out playing it, which is a trademark of most great 
puzzle games. Its only real negative is that the modes don't offer much 
variety, and the action can get stale sooner than it should. Plus, there's no great 
multiplayer mode, which also hurts the replay. Even so, if you're really into puz- 
l zle games, we recommend checking it out. 
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a Great weather and lighting effects complement the beautiful car modeling. 
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S? CUE PORSCHE UNLEASHED! 


or the perfect mix of real-world supercars in exciting, fictional racing envi¬ 
ronments, the Need for Speed series has been hard to beat. Driving games 
are increasingly solitary experiences on consoles, and the NFS games had brilliantly 
tackled this problem with the more tense and exciting police ‘pursuit’ game option. 
Unfortunately, this game mode has been marginalised a little in Porsche Unleashed[ 
relegated to a place in the 'quick race' game mode only. And, of course, you can only 
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race Porsches. 

By way of compensation, however, we’re treated to a couple of very neat new 
features and by far the best of these is the 'Evolution' concept. Fans of the German 
marque will love the ability to acquire and drive cars from three distinct eras — 
Classic, Golden and Modern — and the vehicle modeling alone makes this a worth¬ 
while addition to any racing aficionados game collection. A couple of other new fea¬ 
tures also deserve mention here: namely, the factory driver mode and the damage 
model. Both help to characterize the game and involve you a little more in the action. 
In 'Factory driver', your skills are scrutinized in a series of practical tests performed 
on the regular tracks, and it's a refreshingly imaginative approach to training that 
rewards controlled risk-taking. The damage modeling, on the other hand, has the 
effect of making you a touch more careful when actually racing (you have to pay for 
repairs from any winnings), and for Porsche fans, avoiding damage to your car quick¬ 
ly becomes a matter of pride. 

All good so far, but unfortunately, Porsche Challenge suffers from its fair share 
of problems. The pop-up, for example, is terrible. Ordinarily this isn't a big issue with 
us PSM folk if it doesn't affect game play, but here it has a very detrimental effect 
on negotiating the tracks and is particularly bad in modes like pursuit, when seeing 
a long way ahead is most important. Equally unforgivable is the artificial challenge in 
the game, produced mostly by horrendous track design, with a stupid number of 
right-angled turns that even the CPU-controlled cars can't make! Far too much time 
is spent careering helplessly into walls as you stuff up yet another turn and, to make 

matters worse, there are invisible 
wails running alongside many of 


Hope you like Porsches. There 
aren't any other cars to 
drive in this game... 



TYPE OF BENE 


< You get these options with 
each and every era of cars. 
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Electronic Arts 


Electronic Arts 


OPTIONS « 


Racing 


WEEKEND 

RACES 


RACING 



A Get used to this screen — pursuit mode is tough! 


► You're gonna have to be good to stay on the 
factory payroll. 


the tracks, so even slightly clipping a corner 
results in spectacular flips and crashes. 

Overall, Porsche Unleashed fails to really 
deliver a fun driving experience and lacks many of 
the elements that made the series what it was. It almost 
seems as if more effort went into gaining the Porsche license than ensuring the 
game stayed true to the NFS ethos, Oh EA, what havoc hast thou wrought? 
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4 The pitcher throws an ugly 
pitch and the ugly batter 
attempts to knock it out of the 
ugly ballpark... we iould go on 
about the graphics, but why? 
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| fter playing High Heat 2001, we're reminded that life isn't fair. After ail, how 
_____ can High Heat be the best PC baseball game ever made, and its PlayStation 
equivalent such a dog? That was certainly the case last year, and although this year's 
PlayStation version is better, it still lags far behind other PlayStation baseball games. 

For starters, High Heat just can't compete graphically. Yes, it looks much better 
than last year's version, but it still is unattractive in comparison to other baseball 
titles. The stadiums look unrealistic and the player models are a few seats on the 
bus behind ugly. Even Sammy himself looks scary. 

The sound is no better. Play by play is forgettable and the 
game sounds didn't really make us stand up and take notice. In 
fact, the overall presentation of this game felt a little hollow and 
made us wish for the wretched excess of an overproduced EA 


Y Even Sammy can't 
get out of this game 
fast enough... 
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High Heat 200T also has control problems 
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mar the 

gamepiay. The fielders react slowly to your commands and i 
even when they reach full speed, they move like they're 
running through fields of Tapioca pudding. This makes 
even routine fly balls a frightening affair, because more 
often than not, the outfielders just can't get to the bail in 
time. To make matters worse, the camera angles are occa¬ 
sionally bad and when this happens, it steals valuable 
moments thatrshgeihse used to get 
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eems like it always comes down to this, doesn't it? Triple P/ay vs. MLB. 

_ Each year, these two powerhouses duke it out and only one can come out 

on top. This year is no different, and unfortunately for Sony, its latest, MLB 2001, 
came up short. Don't get us wrong, however, MLB 2001 is an incredible baseball 
sim, it's just not the best PlayStation baseball game this year. 

The hardcore baseball junkie will disagree with this assessment, however. For 
baseball fans who can't get enough statistics, Spring Training games and franchise 
modes, MLB 2001 is the game of choice. No PlayStation baseball game recaptures 
the gritty attention to detail that baseball fans love as well as MLB 2001. 

Likewise, few people will find problems with the game’s control. Fielders are 
incredibly responsive and the camera angles do a good job of keeping the action on 
screen. Throwing the ball from base to base is intuitive and the throwing controls 






4 It's a hit to deep center field! 
MLB 2001 will be a hit with 
baseball fans everywhere. 


This game isn't all bad, however. In fact, the pitcher batter 
due! (which doesn't use a batting meter) is very well done, and 
requires players to read pitches like they'd have to in real life, 
This can't save this game from overall mediocrity, but it is a 
great foundation for the future. 








are incredibly responsive. It makes double plays a realistic threat in every game. 

The pitcher/batter duel is another one of this game's strengths. Choosing pitch¬ 
es and pitch location is intuitive and the batting meter is a thing of beauty. It enables 
player to guess the pitch, and if successful, hit the ball with extra power. Anyone 
who wants to be a power hitter must master this part of the game. 

So if the game is this good, why isn't better than Triple Play 2001? Well, 
for starters, TP2001 just looks better. MLB 2001 is no slouch graphically 
(both games push the PlayStation hardware about as far as it can be 
pushed), but the players and stadiums just don't look quite as good as 
the competition. 

The sound is also not quite up to the standard set by Triple Play. The play 
by play commentary by Vin Scully is incredibly smooth, and avoids the 
repetitive phrase use that mars so many sports games. Flowever, the 
play calling is a little bland and when stacked up against the competition 
comes up short. 

Despite these minor shortcomings, however, MLB 2001 is a great baseball 
game that will leave no fan of the sport disappointed. 
































































































es, MediEvil was one of the more unique titles to come out of Sony 
Europe. It managed to garner a decent number of fans here in the west, 
thanks to its humor, colorful characters and intuitive gameplay. Now the sequel 
emerges from the grave in the hopes of finding an even broader audience. 

Continuing the adventures of Sir Daniel Fortesque, MediEvil II takes place quite 
a while after the first game and in a rather twisted Victorian London. The spellbook 
of Zarok has, once again, fallen into the hands of evil and its up to you to get it back. 
Helping you out are a bunch of new allies, which include a rather annoying ghost 
(really annoying) and a well-wrapped love interest (she's a mummy). Despite our dis¬ 
like of some of these allies, we do admit that they can be quite funny and do add 
more personality to the game. 

The hack-and-slash gameplay of the first MediEvil tended to get repetitious 
rather quickly. The enemies were truly mindless and provided little challenge and the 
puzzles were, for the most part, very derivative. Fortunately, in MediEvil II, things are 
a bit different and better. Enemies now actually block, run away and even team-up 
against you. That means you can no longer just run into a room and attack the mon- 


is a mummy,.. 


to strategize a bit and take your time during the 
fights. Sadly, though, running around like a crazy person and flailing your sword 
around seems to work pretty well, too. The A.I.'S better, it's not perfect. 

Puzzles still lack the creative flair that the rest of the game has. There's a few 
exceptions, but very few. The level designs are a lot better and the environments 
are a great deal larger. There's really a lot to see. And since most of the architecture 
you'll run across is pretty whacked, there's always this inherent desire to want to 
see more of it. You'll also really want to explore everywhere because most of the 
best weapons end items are well-hidden. 

In conclusion, if you enjoyed the experience of the first MediEvil, then this one's 
a sure bet. It keeps the familiar gameplay but improves upon most of the areas you 
can think of, specifically combat and puzzles. However, there still isn't enough inno¬ 
vation or variety to keep the hard-core gamers satisfied. Casual gamers, however, 
looking for a fun, easy-to-get-into title could do worse than give it a try. 
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Star Wars: Jedi Power Battles 

ALMOST AS BAD AS A DOCUMENTARY DN GUNGANS 


V 


ou know, it's always tragic when a game that focuses on only one or two 
basic gameplay elements still ends up short of its potential. In the case of 
Jedi Power Battles , the developers almost completely missed the boat. Star Wars 
is arguably the biggest franchise in existence, so there's just no reason why games 
based on it should be so bad. 

All of the five included Jedi Masters, ranging from Obi-Wan to Adi Gallia, do look 
decent and are animated quite smoothly. However, when fighting, they're required 
to use set combo sequences that can't be interrupted. If you execute a three-hit 
combo and miss your opponent completely, your character still goes through ail the 
stock animations. Meanwhile, you're getting attacked. On the plus side, you can 
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SUMMARY 


Great Williams soundtrack 

East to get into for younger gamers 

Characters responsiveness is quite bad 


WALLS AND COLLISION DETECTION PROBLEMS 


▼ Gameplay gets very repetitious quickly 
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TYPE OF BAME 


◄ Unfortunately, this screen shot 
doesn't show you just how 
great the soundtrack really is! 




learn new combinations and Force Powers as you progress through the game, but 
you're probably not going to want to keep playing once you see how difficult jump¬ 
ing can get. Not only is it hard to judge the distance of jumps, in certain levels, but 
the collision detection seems a bit off sometimes. Sometimes you'll land on a solid 
platform just to fall through. Also, invisible walls show up every so often that allow 
the droids to attack you, but you can't hit them. That's just bad. 

Considering all the negatives that we list, there is one major positive about this 
game: the music. The genius of John Williams really shines through, as virtually 
every track from the movie has been included. 

Everything from the backgrounds to the responsiveness of the characters really 
needed more work. There should have been more time spent in making it actually 
fun. The only thing that could have made this game much worse was if Jar Jar was 
the lead character. Actually, we shouldn't say that. Lucas may get some ideas. 


































































Babbage’s/Software Etc. 
•i mi i® “The Game Experts”) 


i, ii i i ii Ji:; §J spectacular service, fully-stocked, up-to-date, ahead-of-the-pack 
selection and competitive, budget-buddy prices. I i' i ; i |8ii ill bn lilt 111 fJ|t| 
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of all commodities in both a virtual on-line nature and a push-open-the-door in-store 
format 
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gaming dreams of all Gamers who pass willingly through the entrances of over 545 
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“ Mortal Kombat Special Forces takes 
the hand-to-hand combat game that we’ve all grown up 
into the next century. With 3D environments, multiple 
weapons, interactive vehicles, and linear gameplay, 

Special Forces won’t disappoint fans of the MK >0 
series. As you get further into the game, the /fflH 
missions become more elaborate and the envi- ft I 
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ronments more surreal. The storyline is well 
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Machine: PSX Publisher: SONY 
Genre: RPG it of Players: 1 Release date: 6 / 13/00 
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Machine: PSX Publisher: SONY 
Genre: RPG # of Players: 1 Release date: 7/2/00 
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ell, it's about time, isn't it? We haven't updated our All- 
Time Top 25 PlayStation list since our September '98 
issue, some 20 months ago. Now that we're approaching 
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our Top 25 games. Most importantly, we picked the 
titles that we felt are the most fun in today's market. 
So, although older games like Battle Arena Toshinden 
and Warhawk may be considered classics, they did¬ 
n't qualify because they're just too dated. Our goal 
was not only to give special recognition to the people 
who made these great games, but to also provide a 
list of top games for you guys to try out. 

We also decided not to judge strictly by our orig¬ 
inal review scores for these games. The problem 


many different eras, and the standard for a great 
game is constantly being raised. And also, hindsight 
is 20/20. Our opinions change when we look back. 

To ensure that our list was well-rounded, each 
member of the team put together their own list 
reflecting their own preferences, then we compiled 
them all to come up with the final order. Plus, only 
one game was allowed from a series. In each case, 
we chose the version that we felt was the best. 
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our Top 25 into some of the more pop 
ular genres. We really only did this for 
the hell of it, but it does kind of give you 
an idea where the real strengths lie in 
the PlayStation library. 
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Just for kicks, we thought we'd include our last Top 25 
PlayStation Games list (which originally ran in our September 
'98 issue). We put it in just because it's interesting to see 
which games stuck around and which ones slipped off. 


1. ^ Resident Evil 2 
2 t - Castlevania: 

Symphony of the Night 

3. ►-Final Fantasy VII 

4. »»-Tekken3 

5. ►-Crash Bandicoot2 

6. ►-GranTurismo 

7. ^Tomb Raider 

fi¬ 
ll. ►- Street Fighter EX 


Resident Evil: 
Director's Cut 
Bushido Blade 


13. ►- Vigilante 8 

14. ►-Einhander 

15. 

16. ►-Dead or Alive 

17. ► 

2 Turbo 

18. ►Suikoden 

19. ►-Klonoa 

20. ►- Need for Speed III: 

Hot Pursuit 

21. *- NHL'98 

22 . ► 

23. ►-Tekken 2 

24. ► 

25. ►-Ace Combat 
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or a nice, behind-the- 
scenes touch, we thought 
we'd list our own personal 
favorites. Now, these 
aren't necessarily the lists that we 
used to compile the final Top 25. Here 
we wanted to get really personal, 
without having to worry about cen¬ 
soring our unique preferences and 
biases. If you find that you tend to 
agree more with one person than the 
other, you might want to check out 
their other favorites. 


I like ail kinds of games, but I find that 
I spend most of my time plunking 
jh the latest action/adventure 
ust've been all that Mario and 
when I was younger! 

1. ► Metal Gear Solid 





This game just has it all: a brilliant story 
and characters, an amazing array of cool 
gadgets and sweet graphics. 

2. !>- Ape Escape 

What a fun, innovative game! You get 
unique DualShock controls, plus you get 
to snag monkeys in a nei! Wow! 

3. ► Resident Evil 2 

This series is so good, it helped make 
the PlavStation the incredible success 

f 

that it is. Die , zombies f die! 

4. R4: Ridge Racer Type 4 

I personally prefer arcade-style racers to 
sims, and this one's incredible. It has the 
best track designs I've ever seen. 


5. ► Street Fighter Alpha 3 

To me, this is the best fighting game 
ever released for PlayStation. It doesn't 
have 3D graphics, but it still kicks ass. 
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was pretty? difficult to choose my 
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.ive, as the PlayStation is home to 
so many good games. After much 
, I came up with this list of 
titles that I still enjoy playing today. 
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Metal Gear Solid 

A testament to great game and character 
design, Meta! Gear Solid pulls you in like 
nothing else. My only complaint is that it 
was too short. 


2. Resident Evil 2 

. ?■ ■ ....... '.y ' 

The backgrounds in flE3may have been 
better, but the storyline and scares in 
RE2 can't be touched. This is sun/ivat 
horror at its finest. 


3. ? Street Fighter Alpha 3 

With its numerous modes, large cast of 
characters and well-balanced gameplay. 



What It's All About: 

You're an undercover cop who's posing as a get¬ 
away driver. In running jobs for the mob, you drive 
like a crazy man all around various cities, smashing 
cop cars and destroying property. 


[ Why It's Great: 

The story scenes are amazingly bad, but they're 
easy to forget once you're in the heat of the action. 
The graphics are great, the control is tight, and bash¬ 
ing other cars is a blast. The super-real cities are the 
game's best feature, from the crowded intersec¬ 
tions to the freeways. 


Favorite Moment: 

Busting through that road block! Any time you can 
make The Man look bad, you know you're having 
fun. It's great when all the cops behind you pile up on 
their own road block! 



What It's All About: 

You play a fast-action puzzle game while super- 
deformed versions of the Street Fighter characters 
make funny faces. 


f Why It's Great: 

This is one of those rare classic puzzle games, and is 
also a great multiplayer game. Unlike many puzzle 
titles, the action here is incredibly fast and a match can 
be over very quickly. This really matches the aggres¬ 
sive gameplay of Street Fighter series. 


Favorite Moment: 

The best is when you nail the elusive five-hit Gem 
Combo to unleash an invincible avalanche of gems on 
your pathetic opponent. That one just crushes their 
will to play. 
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What It's AH About: 

A massive iRPG with over 100 characters to use in 
your party. You take armies of heroes against 
legions of bad guys in some of the most epic bat¬ 
tles ever seen in this type of game. 


[ Why It's Great: 

The original Suikoden was the first truly great RPG 
released on the PlayStation, and the sequel carries 
on its legacy well. There are tons of intertwining 
stories that depend on which characters you 
recruit for your party. And you've got to love 
those epic battles! 


Favorite Moment: 

There were so many carryovers from the original in 
Suikoden // (i.e. running into the original hero, 
McDohl, or the heroic Flik, etc.), it's difficult to pin¬ 
point a single moment that made it so special. 
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What It's All About 

The best version of the biggest soccer franchise 
out there. And if you don't know what soccer is, 
refer to our description of hockey, and take away 
the ice. Then go to a pub and get beat up. 


[ Why Ifs Great: 

This is quite simply the best game of soccer you 
can find anywhere. EA has gone full circle with FIFA 
2000 , trading in the slower, less responsive play of 
the last few games for faster action that harkens 
back to the series' glory days. The control, graphics, 
commentary — it's a!! great! 


Favorite Moment: 

March 2000: After losing the office crown to 
Stephen in Madden, Max redeems himself with 
what witnesses have described as "the perfect 
game of soccer”. Well, he is English, after all. 
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What It's All About: 

Just like Parappa (the first game in the series), Um 
Jammer Lammy is a crazy, trippy music game 
where you have to time your guitar licks to the 
rhythm of the music. 


Why It's Great: 

While we weren't as stunned as when we first saw 
Parappa, this game adds so much more play value. 
The two-player game is a blast, and the different 
play modes kept us playing this title a lot longer than 
the first game. Plus, you can still play as Parappa — 
how cool is that? 




Favorite Moment: 

Just after you've completed the super-cool jam ses¬ 
sion at the end of the game, you look down in the 
crowd and see... Parappa?!? Playing back through 

the name with him was a classic hnnus 
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What It's All About: 

You're Abe, and unfortunately, your race is at the 
bottom of the food chain. To escape a life of slav¬ 
ery and (ultimately) becoming food, you break free 
in this side-scrolling action/adventure. 


I Why It's Great: 

There are just so many great puzzles in this game 
From simple things like avoiding enemies to form¬ 
ing a complex plan to reach a new area, this game 
always keeps you thinking, The graphics are very 
well animated, and fewer worlds are more fully real¬ 
ized than the one in Exodus. 


Favorite Moment: 

To us, the most amazing part of either of the Abe 
games is the speaking feature. Holding even these 
basic conversations with other characters points 
towards the future of gameplay. 


Alpha 3 gets my vote as the best fighting 
qame overall on the console. 

. 

4. ► Castlevania: SotW 

Not counting Alpha 3, this is easily the 
best 2D game to be released within the 
last couple of years. 


5, Ape Escape 

I've played Ape Escape so much that the 
monkeys don't stand a chance. 



I've always considered shooters, rac¬ 
ers, and action/platformers as my 
personal favorites, but I'm not one to 
turn away a good game. 

1. ► Meta! Gear Solid 

I can't think of another PlayStation game 
that is as well designed across the board. 

2. ► Ape Escape 

Back in the 8- and 16-bit days, this is 
what I dreamed the action/platformer of 
the future would be like. 

3. ^ Castlevania: SotN 

I've played 'em all, but this one still 
stands out as the best in the series. 

4. ► R4: Ridge Racer Type 4 

This game is the perfect mix of arcade 
racing and home game depth. Plus, you 
can't beat the track designs or tunes. 



What It's All About: 

Two teams compete to score the most "points". 
The game is played on ice, with the players on 
skates. You get points by using your "stick" to hit 
the "puck" in the "net". Duh. 


Why ft's Great: 

This is the best version of hockey on the 
PlayStation so far. This series has been tweaked to 
perfection, and NHL 2000 is the result. The action is 
fast and furious, the control is very responsive, and 
they've even added a new career mode. We're in 
hockey heaven! 


Favorite Moment: 

Scoring on Chris — over and over. His face gets 
bright red when he's getting trounced, and you just 
know he's gonna blow! (Editor's Note: I let this one 
through, but there will be payback). 
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open road courses really, really 
gameplay is pure arcade action, with none 
of that sim stuff to slow you down. Just put the 
pedal to the metal and go nuts! 

Why It's Great: 

The Hot Pursuit mode pushes this game up to a 
whole other level. The combination of racing and 
being chased down at the same time makes for 
some wild action, ft's a great multiplayer game, too! 


Favorite Moment: 

The expression on our old pal Charles Frohman's 
face when a cop car sailed by overhead, upside- 
down. That's the kind of crazy action that makes this 
game a classic! 


5. Wipeout XL 

If you'd asked me to envision the ideal 
futuristic racer, this would've been it. The 
first game was cool, but this one got 
everything right. 



I look for a sense of 'immersion' i 

... 

games. It's got to pull you in and not 
spit you out until you're left with a 
smile on your face. Wait, are we still 








Metal Gear Solid 








i. 

All of my aforementioned qualities are in 
this game. Plus, you can hide under 
boxes — useful in any situation. 



. 
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The first game to realize there's a second 
analog stick on the controller, and an 
excellent rendition of an RC car. 


3. ► Tekken 3 

There's a real sense of power and vio¬ 
lence in this game. 

4. ► Crash Bandicoot: Warped 

Another perennial favorite for me. I real¬ 
ly appreciate the humor. 


5. Rollcage: Stage II 

The Scramble mode kept our office 
enthralled for a long time. 
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genre, then think of this as your PSM 
"Must Buy" list. These are the games 
to start your collection with. If you 
missed them before, then go out and 
get 'em now! 


This is historically one of the 

PlayStation's stronger categories. 
Whether you're more of an arcade* 
style racer or a sim fan, there's plenty 
of rubber burnin' action to be had. 


2. Gran Turismo 2 

3. Rollcage: Stage II 

4. Crash Team Racing 


HI: Hot Pursuit 


Looking back, the fighting game 

genre seemed to lose some momen¬ 
tum in the transition from 16 - to 32- 
bit, but there's still a healthy supply of 
fighters to choose from, including 
some of the biggest brands in the biz. 


1. Tekken 3 


Because the stories are so different, 

we almost decided to allow Final 
Fantasy VII in the list, despite our rule 
about picking a single game per 
series. But then we decided there are 
just too many other cool titles that 
we wanted to spotlight. So just con¬ 
sider FFVII a close runner-up! 


Final Fantasy VIII 
Suikoden II 
Xenogears 
Grand ia 
Lunar: SSSC 


Ever since Segas Genesis, sports 

games have become one of the indus¬ 
try's most important categories. And 
EA, the same guys that started the 
trend, are still on top. Their games 
just keep getting better! 


1. Madden 2000 

2. NHL 2000 

3. FIFA 2000 

4. NFL GameDay 2000 



What It's All About: 

Colorful pastel graphics, wacky cartoon race 
tracks, and the cast of the Crash Bandicoot games 
zipping around in tiny little go-karts, blasting each 
other with missiles and stuff. 


[ Why It's Great: 

Sure, Nintendo invented this type of game with 
Mario Kart, but Naughty Dog did it just as good with 
CTR. The game is fast, fun, and has some of the 
best graphics possible on the system. The multi¬ 
player action is excellent as well, which keeps this 
game in our PlayStations. 


Favorite Moment: 

CTR introduced the idea of chaining together turbos, 
and it makes taking every turn a blast. The first time 
you put three or four together, you realize just how 
incredibly cool this game is. 
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What It's All About: 

This is the game that put exploration back in style, 
with vast underground caverns and mind-bending 
puzzles. Plus, Lara Croft proved that a girl could be 
a strong leading videogame character. 
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Tomb Raider games are ail about exploration, sus¬ 
pense, and high adventure. In our opinion, the first 
game in the series still does ail of those things the 
best. The graphics are a bit out of date when com¬ 
pared to TR4, but the gameplay more than makes 
up for it. It still plays the best. 


Favorite Moment: 

You're walking along, checking some rocks or what¬ 
ever, when out of the darkness comes a stampeding 
T-Rex! TR1 had a great knack for suspense and sur¬ 
prise that the sequels lost. 
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What It's All About: 

The setting for both Syphon Filter titles is the 
same: a bialogical weapon called Syphon Filter is 
unleashed, and as Gabe Logan, you've got to... 
well, run around shooting people. But it's fun! 

Why It's Great: 

The action is great, combining a little stealth with a 
lot of ass kicking. Cool features, like being able to 
target far away enemies while running, add a lot. 
There's also a multiplayer deathmatch mode that 
really ups the replay value, with arenas tailor made 
for full-on fragging action. 

Favorite Moment: 

When Gabe runs up to that enemy soldier, and 
soldier asks him if he' 



What It's All About: 

Despite its ups and downs, the Madden series 
has always remained the premier videogame foot¬ 
ball brand. With the 2000 version, the series 
reached its highest point yet. 

Why It's Great: 

Jhis is the most incredible PlayStation sports 
game we've seen. The action is fast-paced (like 
the classic Sega Genesis versions), and the run¬ 
ning game (a sore spot in the previous Madden) is 
now a highlight of the action. 


Favorite Moment: 

February 2000: Stephen Frost completes the Flail 
Mary play that caps an amazing comeback, and 
solidifies his spot as the undisputed "King of All 
Football Videogame Players" here at PSM. 





























































r What It's Alt About: 

It's a first-person shooter like Quake or GotdenEye, 
but set in VWVII. Because of the setting, you get to 
use old-school weapons, like the M-1 Garand rifle 
and hand grenades. 


[ Why It's Great: ; 

This is easily PlayStation's best first-person shooter 
ever. Aside from the beautiful, smooth running 
graphics, MOH also has some of the best sound 
ever heard in a game. Sneaking around is fun, and 
it's cool how enemies react differently, depending 
on where they're hit. 


Favorite Moment: 

Any time an enemy tries to pick your grenade back 
up and throw it at you, only to have it explode in their 
hands. Now, that wouldn't be too funny in real life, 
but it's hilarious in a game! 



■K : ; : 


■■■ 


What It's All About: 

This futuristic racer is one helluva fast game. The key 
thing here is the tracks, which will have you twisting, 
looping, and even driving upside down! it's the 
wildest racing action yet. 


Why It's Great: 

Just when the Wipeout series was starting to lose 
its steam, Rollcage steps up to claim the mantle of 
top futuristic racer. The action is fast-paced, with 
insane weapons and roller-coaster style tracks that 
will leave you breathless. Plus, it's got plenty of 
amazing play modes. 


Favorite Moment: 

All of us gathered around Max's setup in the office 
taking it in turns to beat successive stages in the fan¬ 
tastically-challenging Scramble mode. Pure genius. 



What It's AH About: 

There are plenty of arcade racers out there; the 
Gran Turismo series focuses on realism. With 
incredible physics and hundreds of real cars to 
drive, it's an auto fanatic's dream come true. 


i Why It's Great: 

Ever wanted to own your dream car, but just never 
had an extra hundred thousand dollars lying around? 
Then race it in the game! This game is so accurate, 
you can actually get a true feel for what these cars 
would handle like on the race course. And you get 
to save a hundred grand! 


Favorite Moment: 

When you earn your first license. What a cool fea 
ture that is! By the time you've passed the tests, 
you're confident, eager, and ready to race. Or, maybe 
you'll just go for that next license...:) 





What It's AH About: 

Got an hour? The storyline in this game is incredi¬ 
ble deep. The gameplay is classic FF, with a more 
mature look to the graphics and the most dazzling 
special effects ever seen in an RPG. 


f Why It's Great: 

Sure, we complain about the random battles, but 
we're still in love with Final Fantasy —the epic sto¬ 
ries, the standard-setting production values, and 
most of all, those characters that you grow to care 
so much about. Final Fantasy is the closest we've 
gotten to videogame "literature 1 . 


Favorite Moment: 

(Don't read this if you're afraid of spoiling the end¬ 
ing!) Right at the end of the game, after wondering 
if Squall and Rinoa will really end up together, they 
finally kiss, We're just big softies! 


This is a category that Nintendo used 

to dominate exclusively, but Sony 
and other third-parties have done a 
lot to build it up over the years. 






1. Ape Escape 

2. Crash Bandicoot: Warped 

3. ► Castlevania: Symphony 

of the Night 

4. Klonoa 

5. ► Tomba 2; The Evil Swine Return 




This genre has produced some of the 

PlayStation's biggest smash hits. Just 
look at these classics! 


1. ► Metal Gear Solid 

2. ► Resident Evil 2 

3. Tomb Raider 

4. Syphon Filter 2 

5. ► Abe's Exoddus 
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ese games introduced us to new 

ideas and new types of gameplay. 
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rappa the Rapper 


can forget the first time they 
caught a glimpse of this game? 


2. ► Ape Escape 


niidiiy, a game that teaches us to-use 
the DualShock controller 
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il Bushido Blade 

Many of the features that will become 
common in PS2 fighters started here. 

4. jp Tenchu 

Tenchu beat Metal Gear to market, and 
introduced sneaking in an action game. 


5. ► Twisted Metal ^110881 

This type of game didn't exist before 
and spawned loads of copycats. 
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games are just plain shi ...oops! 

1. ► Fantastic Four 

The ultimate bad superhero side-scroller. 



2. ► The Crow: City of Angels 

Every bit as bad as the lame sequel. 
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Rise 2: Resurrection 

the dismal sales of the first 
Rise of the Robots demanded it. 


4. m Criticom 

Probably the worst PS fighter ever. 


5. m Spawn j I 

Some dark god of crummy gaming bent 
over, and with a blast of hellfire and brim- 



, blew this game out of his ass. 
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You know the drill 


lots of anime-looking guys 
Dragon Punching and Fireballing the crap out of each 
other. Like Tekken, there are lots of story pieces, but 
they never seem to fit together. 


Why lt‘s Great 


fighting action. But no fighter matches the perfect 
feel and timing of a good Street Fighter, and we'd 
argue that Alpha 3 is the best. The balance has been 
tweaked to near perfection, and the World Tour 
mode adds lots more depth. 


Favorite Moment 


was a cool extra, since it allowed us to relive that 
classic battle at the end of the SF anime. And who 
doesn't like beating down on Bison? 



The more you watch the story scenes and try to 
figure out what's going on, the less since every¬ 
thing makes. But who cares, since the only goal of 
this game is to beat your opponent silty. 


Let's put it this way: Namco is one of the premier 
game developers in the world, and Tekken is its 
franchise series. Everything in the game is top- 
notch, from the graphics to the fighting. It's a testa¬ 
ment to Namco's ability that each Tekken is better, 
and more successful, than the last. 


Unlocking the extra mode to play volleyball against 


sibly the most surreal moment in the grand history of 
fighting games. 
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What It's Ail About: 

As the son of Dracuia, it’s up to you to foil daddy's 
plan to... Y'know, we're not sure what it was he 
was up to, but you can bet it was no good. 


Why It's Great: | : y ; 

A lot of people never gave Castlevania a look 
because the graphics are 2D. Shame on them, 
because this game is a classic. It has great hack-'n- 
slash action, lots of exploration, and some of the 


Favorite Moment: 

Just when you think you've finished, you find out 
that you've got to go back through the castle — 








What lt‘s All About: 

Classic action-platform style gameplay, but from a 
forward-scrolling perspective. You're a bandicoot 
(one of the few animals that hadn't already 
appeared in a game} named Crash. 


Why It's Great: 


the third installment being the best. From his spin 
dash to belly flop, we love Crash! 


Favorite Moment: 



£ dinosaur pal. Yoshi, eat your heart out! 
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hat's right, one lucky 
PSM gamer will win five 
dream games of their 
choice! Three runner-up 
winners will receive PSM packages 
containing PSM T-Shirts, Lid Stickers, 
and other assorted goodies. 












comic strip we're providing and fill in the 
word balloons with something really 
funny. Now, don't go sending in a bunch 
of rowdy sex jokes or anything, since we 


final judge of which entries are the funni¬ 
est. Just send 'em to PSM's Top 25 
Contest c/o Imagine Media, 150 
North Hill Drive, Brisbane, CA 94005. 

We'll be accepting entries until July 1st. 
If you don't want to mess up your mag, 
then you can write your word balloons 
on a post card. Unfortunately, we won't 
be able to accept entries via email. Well, 
that's about it — go and enter TODAY! 



NOTE: If an older game is no longer 
available, it will be replaced by a newer 
one of our choosing. 
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Whaf/lt's_An About: MaB 

You get to run amok skating, jumping and grinding overanything 
yj in your path. It's got the features that real skaters want, 
/ and intuitive control that lets anybody play. 


Why It's Great: ' " ^ 

The great thing about Tony Hawk is that anybody can pick 
it up and have fun. Most of us.aren't great skaters, but at 


Favorite Moment 


geHlgrri’this.game is yyhen youif-i'nallyjcull 
that you ve beeh'praetrciagTor hours. Off 


off that serie; 
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What It's All About: 

It’s classic arcade-style racing action at its best, as you pull of ridiculously cool 
power slides all over the game’s many excellent tracks. Race through a 
season and bring home the cup! 

Why 

. ■■ 








series 

is synonymous with 
classic arcade racing 
action, with its wicked 
power slides and 
"wink-wink, nudge- 
nudge 1 ’ physics. It’s 
also our opinion that 
R4 has the best selec¬ 
tion of tracks ever seen 
in a racer. From,starting line 
to finish, thislbiime's qot it 
lal I. 3M 
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Favorite Moment; 

If you pick a certain team and 
finish first several times in a 
row, Ridge Racer spokesmod- 
I el Reiko Nagase sends you a 
secret letter of admiration. 
Wow! Chicks dig the fast 
cars,; 


Illustrations: Keron Grant (top & bottom) 














































































Illustrations: Arnold Ayala (left) Ryan Kinnaird (right) 
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The monkeys have escaped their cages, and they're hell-bent on 
destruction! It's up to you to catch 'em with your net and send 'em 
back where they belong in this classic action-platformer. 


vvhy it s breat: 

Out of the hundreds of PlayStation games, this is the only one that 
feels like a classic Nintendo platformer (a genre which that company 
has always dominated). It's also an incredibly innovative game, from its 
funky premise to its cool 


Our favorite spot in this game is 


control car. You steer it with the 
right analog stick, while running 
your character around with the 
left stick. That is SO cool! 
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features that made it the most popular PlayStation® game console fishing g 
ame time set new standards by being the deepest and most realistic fishing j 
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Illustration: Sam Liu, Colors: Homer Reyes 




That just about does it for our new PSM Top 25. We hope you've enjoyed reading 
over our list, and if any of our picks made you violently mad, we're sure it was all 
Randy's fault (sorry Randy!}. Really though, we hope that we were able to get you 
and your friends talking, which is really the point of this feature. Let us know what 


you thought of our picks, and how you might have done things differently (just 
write in to the usual address in the letters section). With the PS2 about to hit, our 
next Top 25 update will probably be our final, last list for the original PlayStation. 
Until then, be sure to check out any of these games that you missed and have fun! 


you re 
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Pub.: Konami • Dev.: Konami • R 


and stealth — on your side 
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these classic titles and say it s the best, Mill, we 
unanimously voted Metal Gear Solid the num¬ 
ber-one PlayStation game of all time. It‘s just 
that good. It has one of the most engrossing 
story lines ever, plus the coolest assortment 
of weapons and spy gadgets we've ever 
seen. But what really makes this game jm 
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to be sneaky. There are a zillion games 
out there where you can mindlessly 
blow guys up — this one lets you take 
'em out in style. 




That's what makes this game so 
great—there are so many clas¬ 
sic moments choose from! )f 
we had to pick just one, it 
would be the first time you 
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baddest 


is still the | 
mamma-jamma 
seen in a videogame, 
and he has the coolest 
ever special effect. 
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Release Date TBA 
Type Action 


Publisher Fax Interactive 
Developer Fox Interactive 


June £□□□ 
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G ! ames based on the Aliens universe are 
t always eagerly anticipated, as fans of the 
blood-fest movies fancy they can make a better job of 
finishing off the ugly critters than those dumb-ass ^ 
Marines. Alien Resurrection on the PlayStation is J 
the latest spin-off to put you in the hapless * 
grunts' shoes, with action and plot in the game 
based on the fourth movie in the series. 

Played from a first-person perspective sa,iifil 
much like Quake , Resurrection arms you with ail the 
gruesome firepower you've seen in the film in the 
hope that you'll be able to stay alive long enough to / 
actually use it. /j 

Your ears will be as important as all these |i 
weapons, because more often than not you'll hear If 
the monstrosities scuttling above and around you I 
before you actually see them. The aim is to con- I 
siderably increase the tension and get your pulse 9 
racing — as if the premise of going up against a a 


► This guy’s 
trampoline prac¬ 
tice is brought to 
a bloody end. 


► Is it |u$t 
me, or do you 
think they look 
kinda cute? 


▲ These are face buggers, 
and this is the best way to 
view them. 


► You can swim 
in this game. 
Unfortunately, 
so can the aliens. 


Release Date Fall 
Type Action/Adventure 


Publisher Hides 
Developer Kronas 
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A You'll fight your way through 
eight locations in all, from Hong 
Kong and New York to a remote 
island fortress. 


this action-packed prequel 


xploring the roots of popular videogames usually doesn't happen until a 
By ZiP few installments into the series, but that isn't the case with Fear Effect: 
Retro Helix, In this prequel to Eidos' gritty action-adventure creation from ear- Jk 
lier this year, well find out how Hana and her team of mercenaries met up i|| 
— and hopefully see a lot more flesh and firefights in the process. ill 

These screens are from the PC version of the game, but the version head- 1| 
ed our way should look significantly better than the first, thanks more detailed JL 
characters and environments, not to mention more camera angles and 
scene transitions. 

The story will unfold in eight locales, including Hong Kong, New 
York, the Walled City of Xi'an, a Chinese tomb, and a remote island. B |9BBi 
Hana, Royce, and Deke return from the first game, along with Hana's 
female! er. 


▲ The background detail and stylized characters promise to 
be even better than in the first game. 


T The action-based 
puzzles will be even 
trickier this time 
around, and new 
enemies will be intro¬ 
duced each time you 
play through. 


▲ Hana looks a bit 
younger this time 
around — as well she 
should, since this is 
really a prequel. 


partner", Rain. All four will have access to a wide assort- 1 
ment of lethal new weapons and a more user friendly inventory system. ' 
The game’s developer, Kronos, is also working on increasing 
replayability once you've finished the game by introducing a whole 
new set of enemies, hidden features, and secrets that unlock each time 
you play through. 

Fear Effect: Retro Helix hits stores this fall, and well have more on 
the game soon! 


M Rain Qin is 
Hana's curvy 
friend 


female 
and one heck of 
a marksman. 

























































































































































































































































Publisher Activision 
Developer Neversoft 


Release Date Summer 
Type Skateboarding 
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WITCH 


The biggest change to the actual 
trick/combo system would have to be the 
switching. If you pull off a trick that 
switches your footing, a little icon will 
appear on the top right of the screen. That 
informs you that you'll have to switch 

back to your regular stance, either by hit- 

■ 

ting the R2 button or performing a certain 
type of trick. 


onsidering how brilliant the first Pro Skater was, it 
IZf must have been hard for Neversoft to have come 
up with new stuff for this sequel. Fortunately, it managed 
to. However, gamers shouldn't expect too many changes in 
Pro Skater 2, as the first game was pretty much perfect for 
what it was. In this sequel, you're basically just going to see 
a lot of refinements and the addition of a few new features 
and characters. 

there are now a total of twelve available skaters, three 
of whom are new, and all of them are fully customizable. 
Not only can you modify clothing and trick sets, but you can 
also adjust various character stats, like Lip Balance and Rail 
Balance. If you're not happy with the included characters, 
then feel free to design your own in the game's create-a- 
character mode. 

The trick/combo system has been improved upon and 
slightly tweaked in order to give the player more creative 
freedom while playing. Tricks are now generally faster and 
easier to connect together in combinations. The number of 
ticks and variations have also been increased, so even the 
expert gamers will have to practice a bit to learn them all. 
Aside from these additions, the only other major change is 
the need for you to switch stances after certain tricks. Each 
skater has a specific stance, regular or goofy-foot, that they 
are better at. So, if you puli off a trick and land in an oppo¬ 
site stance, your skater won't handle as well. You won't be 
able to get as high doing vert or rail slides, for example. In 
order to get back to your preferred stance, you'll have to hit 
the R2 button or do a trick that rotates your board. To be 
honest, we're not quite sure about this feature. It's a neat 
idea, but seems unnecessary and sometimes tends to 
detract from the gam- 

► The level desig 


tweaks it a bit before 
the game's release. 

The other major 
addition to this sequel 
would have to be 
the very complete 
skatepark editor. EA managed to get to the market first with 
its editor, which can be founc in Street Sk8er 2. However, 
the one in Pro Skater 2 is far more detailed. There are well 
over a hundred different items you can select from and 
place in your dream skating locale. Everything from pools 
and ramps to taxicabs and rails is covered. And after you've 
perfected your creation, you can even save it to a memory 
card and then trade it with a friend. 

Funny, in a lot of ways, Tony Hawk's Pro Skater 2 is like 
the latest Capcom fighting game sequel. It's got more char¬ 
acters, new backgrounds, a few additional moves and com¬ 
bos, slightly improved graphics and a couple of added play 
modes. What more could you ask for? 


▲ Skotestreet Ventura has a lot 
more ramps and jumps when com¬ 
pared to the France course. In that 
regard, it greatly favors the vert 
skater, like Tony Hawk, over the 
street skater. 




A Most of the two-pl ayer modes are 
the same from the first game but 
are now in different locations. 
There also one new multiplayer m 
competition that pits 8 players /aw 
against each other in a judged 
skate competition. | 


ners 

are getting a lot more 
creative in where the 
place things. Who would 
have thought that a eat¬ 
ing bench laying in a 
pool could be so fun to 
skate on. Well, it is. 




A In the demo we 
have, there are 
only two avail¬ 
able locations. 
The one pictured 
here is located in 
Marseille, France 
and has a lot of 
dips and pools to 
skate in. You 
won't find much 
flat ground. 
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As we mentioned ear- 


tor in Pro Skater 2 is 
much like the one in 
Street Sk8er 2, only 
you now have the abil¬ 
ity to place a larger 
variety of objects. 
There are well over a 
hundred items that 


A The interface to design the A At any point in the design of your 
skateparks is quite intuitive. You just park, you can drop into it and see what 
use the LI /L2 buttons to switch it looks like from a skater's perspective, 
between different sets of pieces and the Want to add another ramp? Pop back 
R1 /R2 to select the exact piece. out to the menu and add it. 
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Publisher Eidns Release Date Fall 

Developer Crystal Dynamics Type Action/Adventure 


.ipTTT^ 

■F'fK-EVI-EUUS 


7S 








A Raziel will learn a number of new and A Raziel is back — Soul Reaver in hand 
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ah there be a preqbei of a sequel? Well, in this third ' -.—' ** 

that's pretty much the case. Picking up where Soul Reaver left off, this 
adventure has you continuing the vampire Raziel's pursuit of his evil ex-master Kain — 
a quest that will not only lead you across dimensions, but back in time as well. 

Since Raziel will be travelling back to before the events of the last game, a whole 
new menagerie of foes and situations will be introduced. Humans still exist, as do the 
vampire hunters among their ranks, but they'll be the least of your worries — a race 
of dimension-shifting demons from another realm will also factor into the story. 

Doing away with enemies should be made a bit easier by the fact that Raziel will 
set out on this adventure with the supernatural Sou! Reaver blade in hand. He'll also 
be able to acquire enhancements for this weapon, along with more powerful spells. 

Promising to shed new light on the mysteries of the last game, such as the true 
causes behind the vampire extinction, Legacy of Kain: Sou! Reaver II is 
looking good and should be ready for release this fall. 

► Since you'd start out 
the game with the Soul 
Reaver, a number 
of enhancements for 
this mystic weapon 
can be acquired. 


4 Traveling unnoticed 
through areas populat¬ 
ed by humans can’t be 
easy when you're a 
winged guy with blue skin 


▲ This game, like the first, sports some beautifully detailed textures and archi¬ 
tecture. Hey, isn't that the cathedral of Notre Dame? 
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Publisher Activision 
Developer Runecraft 


Release Date Fall 
Type Sports 
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ctivision scored big with Tony Hawk 
and now it's aiming to apply the same treatment 
(and game engine) to another extreme sport: freestyle 
BMX bike riding. Running on an enhanced version of the 
Tony Hawk engine and retaining most of that game's con¬ 
trol scheme, Matt Hoffman's Pro BMX stars the sport's 
reigning vert champion and seven other pro riders. 

The game's developer, Runesoft, is promising that 
each rider will be able to pull off well over 100 moves, as 
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well as signature tricks that can be executed once their 
Special meter is fully charged — just like THPSl Real- 
world vert, street, and dirt jump courses are being recre¬ 
ated to show your stuff on. And faking a page from Tony 
Hawk Pro Skater 2‘s book, the game will feature a 
detailed track editor. You'll also be able to acquire a num¬ 
ber of bike upgrades and relive your best runs using a full 
replay mode. 

Visually, Matt Hoffman's Pro BMX is looking on par 
with THPS2 sporting highly detailed riders and large envi¬ 
ronments. The concept it great — and if it can come any¬ 
where near its skateboarding cousin, we're in for a treat. 


▲ Mess a trick like this up, and 
you'll taste bike and concrete. 


T It's not quite rail 
grinding on a 
bike, but this sort 
of balancing act 
promises to be just 
as challenging. 


▲ The locations may look familiar, but the gameplay promises A Having a familiar control scheme should A Like THPS2, the environments promise 
to have a distinctly different feel from Tony Hawk. make the game easier to pick up and play, to be both massive and highly detailed. 




































































































































































Publisher Activision 
Developer Acquire Corp 


Release Date July 
Type Action/Stealth 
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j |j rarffiriThe menu system in Tenchu 

aBaBapL B JMAJ fflLn 2 is Pretty much like the first 
game, but we thought we would go ahead and show it here for those of you 
who've been in a cave for the past few years. For the record, each of the 
game's three characters has a different storyline and mission structure. 




ver the past few months, since we did our initial preview, Tenchu 2 lias 


come 

along quite nicely. All of the levels and gameplay elements are now in place 
and just require a bit more balance and fine-tuning before the game can be considered 
finished. Thanks to Activision, we had a chance to play the latest version of this sequel 
and are able to write down some of our thoughts for you. 

In general, Tenchu 2 appears a bit more difficult than the first game, but not by 
much. Enemies do get alerted more easily and there are more of them. Fortunately, 
each of the levels has a larger number of things to hide behind and use as cover. For 
the most part, it looks like the actual level designs are more polished than in the first 
game. There's a lot more variety and detail everywhere you look. Also, the graphics 
engine has been improved so that the visible horizon is further away from you. This 
should allow for easier spotting of enemy troops. However, the weather plays a more 
important role, so rain will drastically reduce what you can see in front of you. 

Of all the newly included features, none is as impressive as the Mission Editor. It 
allows for such a high level of creative freedom. Not only can you place different back¬ 
ground elements, such as walls and plants, anywhere you want, but you can also posi- 

routines. After 
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A This is the main screen that you see 
when you start the game, (t allows you 
to choose your character and which mis¬ 
sion you would like to play. Training is 
the first mission. 


A After a brief in-game cinema, which 
pushes the story along, you are present¬ 
ed with objectives and playing tips for 
the mission you have selected to play. 
Read them carefully. 


tion enemy troops and determine their patrol patterns and general A 

that, save your hard work to a memory card and see if you can actu- 
ally make it through the mission in one piece. It's a great addition 
and should do a lot to increase the repiayability of the game. 
'WfHzM From what we've seen so far, those of you who loved the first 
jEjHlpp Tenchu will almost surely enjoy this sequel. This is basically a 

bigger, better version of the first game, with some new fea- 
tures and modes thrown in for good measure. There's 

more than enough here to tide you over 

on the 


A At this screen, you can choose which A Finally, you are dropped into the game 
items to equip your character with, world and forced to fend for your own. 
At the beginning, though, you won't Let's hope your Ninja skills are up to 
have access to very many Ninja items the task, as this game can get quite 
or weapons. difficult quickly. 


Introducing Tat 


until the next sequel gets released 
^ PlayStation2. We 


When we first saw Tenchu 2, Activision wouldn't tell to 
us who the third playable character in the game was 
going to be. The only bit of info we knew was that the 
character wouldn't necessarily be fighting on the ^ 
same side as Rikimaru and Ayame. Now, 

months later; we can finally reveal jL Jm 


T Tenchu 2 will chal¬ 
lenge your skills, includ¬ 
ing timing and platform 
jumping. By the time 
you finish the game, 
you'll be a master of 
your controller and a 
much-improved player. 


severa 

everything about the game and show 
screenshots of Tatsumaru, the third ninja. 


A Ninjitsu is all about stealth, 
so the key is not to be seen. 
Use the various items around 
you to hide behind. Take 
your time and be patient. If 
you're seen, don't be afraid 
to run away. 


► Tatsumaru 
relies more 
punches and 
kicks than I T 
he does his 
swords. This 

makes his fighting style quite different from 
Rikimaru's and Ayame's. Keep that in mind 
when using him. 


A Just like the other two ninja, 
Tatsumaru can drag his victims to 
a less visible place and leave 
them there. That way, the 
patrolling troops won't notice that 
anything is wrong. 


< Thanks to a slightly 
improved game engine, you 
can see further into the 
distance than you could ir 
the first Tenchu game. Th 
allows you to see the ene 
a lot more easily. _ 
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A If you're not careful, you could wind up having to fight 
several enemy troops at a time. The troops are a lot 
smarter this time, so it's not as easy to trick them. Some 
will even chase you through the level, if they see you. 
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Poison Antidote 
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location 
Objective 
► Character 
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Tire Unit 


A Before actually designing your 
level, you get the option of choosing 
its name, the type of background, and 
the actual mission objective. Yoffcdn 
even assign a password to it. 
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play puzzle game that's a hole lot of l|^ 
fun. Strap on your hard hat, fire up 
your drill and tunnel into action. Mr. Driller 
takes seconds to learn, yet provides years 
of challenge and enjoyment. Be prepared: 
once you start drillin' there is no chillin'! 

named Seaa#Dreamcast. i 
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Publisher Eidos 
Developer ATD 


Release Date September 
Type Sports 



June ZD□□ 
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dizziness-inducing sport of them all is recreated in Sydney 
2000 Olympics. Just remember — the crowd is consid¬ 
ered out-of-bounds... 


< The hammer 
toss goes 

against almost 
everything you 
were taught as a 
little kid... 
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he first Summer Olympics of the 21st century are 

__ w almost here, and that means it's also time for the 

first Olympic videogame of the new millennium. Set in the 


2000 Olympics looks to be one of the best yet. 

The game focuses on 12 of the most popular Summer 
Olympic events, including the 11Ometer hurdles, lOOmeter 
run, lOOmeter freestyle, javelin, hammer, triple jump, high 
jump, kayaking, cycling, diving, skeet shooting, and weight 
lifting. All of the events occur in faithfully recreated venues, 
complete with 600 camera positions based on actual TV 
broadcast plans. 

Special attention is also being paid to the athletes them¬ 
selves, who boast realistic facial animation, varying breathing 
rates, and muscle movement. Skeletal animation techniques 
are also being combined with traditional motion capturing to 
alter athletes' movement on-the-fly depending on their per¬ 
formance in an event. 

Mixing fast arcade action with simulation elements, 
Sydney 2000 Olympics will feature a full Olympic Mode that 
not only takes you through every event, but also features 20 
gym-based training activities to hone your athlete's skills. 
There's also a Coaching Mode planned that'll provide feed¬ 
back on your form as you practice various events. 


Of course, no Olympics game 
would be complete without ample 
multiplayer support, and this one doesn't 
look to disappoint. Up to 4 human players 
be able to compete in each event, either 
simultaneously via multitap or by trade-off play in some 
situations. Get those fingers ready, because it's going to take 
a lot of button-mashing to take the gold — and the bragging 
rights that come along with it. 

Like the Games themselves, Olympic simulations don't 
come around very often — and this one just might be worth 
the wait. It'll hit stores just in time for the opening cere¬ 
monies in September, so keep your eyes peeled. 
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The grace, the beauty... the fear of 
hitting the back of your head on the 
platform. Yep, the "art" of high diving 
is part of this Olympic sim, 




A The stadiums are the most detailed yet, from their architecture 
right down to the subtle details, such as the cameras that monitor 
the finish line. 
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It's kind of like walking the plank on 
a pirate ship, only scarier. 
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It's the moment of truth — can she do 
it? Jump, that is... not glide gracefully 
into the pool. 
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a Using skeletal animation and motion cap¬ 
turing, the game is able to depict an ath¬ 
lete's reaction to various levels of fatigue. 


A From pools to arenas, you can expect six 
faithfully recreated venues in which to 
compete internationally. 


More than 600 actual TV camera positions 
are being used to give the game a broad¬ 
cast-quality presentation. 


Athletes from 16 nations will compete for 
the gold. There aren't any "thank you for 
competing" certificates here. 








































































































































































































































































Release Date TEA 
Type Racing 


Publisher Infogrames 
Developer Curly Monsters 
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WaSm omtn 9 as it does rrom mm Monsters *— me DreaKaway group ot aeves- 
■LZZiP opers from Psygnosis who worked on the screamingiy-fast hover- jA 

racing game Wipeout — N-Gen Racing has exactly the right pedigree to ^jpP 

give us speed junkies another shot of velocity madness. 

The action goes way above ground this time as you pilot super- ^0 

modified fighter aircraft in a series of death-defying low-level races. 

As the competition rages over inhospitable deserts and mountain 4 
wastes, your basic mission is to take out the other guys and get past the finishing line first, so 
you can earn the points necessary to upgrade and improve your plane. There’ll be 40 different 
aircraft to race over 14 diverse locations and, just like with Wipeout, stacks of weapons to 
unleash on your unsuspecting rivals. 

From what we've played so far, it looks like the biggest challenge will be staying on course, 
since the vehicles are given much more freedom to move than in Wipeout and it's very easy to 
stray outside the track-side beacons. But the rocking soundtrack is already in place and sounds 
great - let's hope N-Gen will also be able to convey that tremendous sense of speed we crave. 


A * ** while this one 
appears to be based 
on the Harrier. 






► in a head- 
to-head race, 
you're gonna 
need very 
fast reactions 
to compete. 


A The pilot hits the boosters to help him 
through the driving rain. 


driver 


A In cockpit view, yoi 
manipulating his joystick 






one 


Lighting during 


Tomcat 


make the courses 
appear entirely dif¬ 
ferent to the eye. 
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Publisher Crave 
Developer UDS Entertainment 


Release Date TBS 
Type Racing 
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ou can say what you like about the Swedes, but those 
guys know their snow, which is why we're happy to see 
a developer from that country, UDS, in charge of a new snow¬ 
mobile racing game for PlayStation. Sno-Cross Championship 
Racing centers around leading snowmobile manufacturer, 
Yamaha, and happily for us, the Japanese maker feels secure 
enough about the machines it produces to allow the game to fea¬ 
ture realistic real-time damage modeling. 


Ilent Sled Sto , 


it can be to thrash these things around 
the snow-laden countryside, and with 
eight international racing circuits, 
changing weather conditions and 
authentic handling physics, Sno-Cross 
looks set to spread similar joy. 


Game modes 
include straight rac¬ 
ing, time trial, head-to-head and hill- 
climbs, and if you're good enough,, you A 
should be able to leave the 500 & -H 
600cc sleds behind and unlock the 
faster, more meaty 700cc beasts. 

That's a lot of power when you're B| 
skipping precariously over icy wastes, v| 
believe us, and things could get very ^ 
dangerous indeed if you start using the 
included track editor to create all that 
insanely-challenging stuff we know you like 


, 


things 
could get 
a little hair- 
raising in this 
tunnel up ahead. 


A Your headlights come on as dusk draws 
— check out your snow trail. 


A This is the flat-out circuit race, where all you 
have to do is hang on tight and try to stay on. 
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Publisher Sony 
Developer Sheba 


Release Date May 
Type Skateboarding 
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be able to choose from six actual 
the statistics and tricks of one of foui 


u !.i U \ 


► The bumps 
and jumps of 
the renowned 
Burnside skate 
park have been 
faithfully recre¬ 
ated here. 


4 If you're dar¬ 
ing/ you can try 
grinding on the 
San Francisco 
course's BART 
tracks. Ouch! 
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ony first showed us its entry into the highly com¬ 
petitive skateboarding contest, Grind Session, a 
couple of issues back, and since then we've gotten a 
chance to play the game. From the looks of things, Tony 
Hawk has some considerable competition in the making. 

Right off the bat, you can see where Sony is attempting 
to set this game apart from its competition. For one, in addi¬ 
tion to the six selectable pro skaters, you'll be given the 
option to customize four amateur skaters. These guys are 
essentially blank slates that can earn tricks, abilities, and 
increased statistics as you progress through the different 
competitions. The pro skaters can also "learn" their own 
specific new tricks after earningf enough points on each 
Called "respect points," your pay-off from each challe 
is also used to unlock new skate parks in the Tourname 
Open Skate, and Endurance modes. You'll earn points by 
executing coo! tricks, knocking over certain items in each 
level (such as boom boxes}, and completing the 
Bonus challenges in each course. Ranging from rail-grinds 
to impossible-looking trick combinations, these tech chal¬ 
lenges come in varying degrees of difficulty and often 
require multiple tricks to complete. By entering into the 
"Skater's Eye" mode, hovering icons appear that show you 
exactly what they entail and how difficult they should be. 

Another thing that sets Grind Session apart from the 
pack is the ability for its skaters to get "possessed" — not 


ly pulling off especially wicked tricks. Once possessed, 
they'll glow, and have increased stats across the board for 
a short period of time. In addition to seven expansive skate 
parks, Sony is also planning a "Dream'House" of sorts with 
hidden rooms that can be unlocked by earning respect 
points in other areas of the game. Special attention is also 
being paid to looking good while you're skating — not only 


are all sorts of sweeping camera angles used during high- 
level tricks, but if you get really good, you'll get your picture 
snapped to be 
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by evil spirits, but by the thrill that comes from successful- 


▲ You'll 
customize 


skaters, or 
amateurs. 


► Each of the 
game's 
locations 
boasts 
well- 
known 
landmarks, 
such as San 
Francisco's 
undergound 
BART stations. 
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Don't call the exorcist — being possessed in this game is actually a good thing. After 
pulling off a seriously cool trick, your skater will being to glow, and you’ll have 


Until that meter runs out, you'll be able to 
pull off even the craziest moves. 


You're possessed when ener 
skater and they being glowing 



A Certain objects, such as boom boxes, 
can be knocked over for extra points. 
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A There are plenty of hard-to-reach 
spots in each level to test your wits. 



A Later in the game you'll face chal¬ 
lenges, such as this crazy "rail jump." 



A Your skills are built on the streets, but 


this is the true test — the tournament. 
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Visit www.esrb.org 

or call 1-800-771-3772 
for more info. 
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Visit www.esrb.org 

or call 1-800-771-3772 
for more info. 


Mild Animated Violence 
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PlayStation 


20 mini-games 
familiar theme 


Alt new level and 
character artwork! 


destruction! 


Everyone's favorite city-stompers are 




Rampage Through 
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Publisher Electronic Arts 
Developer Blam! 


Release Date Fall 
Type Action 
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Pounding buttons in the 
Fight Mode will take your 
meter into the "sweet 
spot." Do this a few times, 
and you can finish off your 
opponent. Ouch! 




ombining the theatrics of professional wrestling 
f with skate-borne pugilism, WSL Rotterdam has 
made quite an impact — literally — on cable television, 
and now it's receiving the videogame treatment from 
Electronic Arts. 

In this modern update of the classic roller derby, 
five contestants from two of five teams (the California 
Quakes, New York Enforcers, Florida Sundogs, Illinois 
Riot, or Nevada Hot Dice) take to the track for a "Jam." 

Points are awarded every time a member of one 
team passes a rival skater, and play consists of four peri¬ 
ods; two skated by men and two by women. And then 
there s the fighting, something that the videogame looks 
poised to capitalize on. Once your skater's rage meter maxes out, 
you enter fight mode, where your button-mashing skills are put to the 
test. Landing several "sweet spot" blows will initiate a massive finishing move. 

Featuring several single 

hj* '4Bfu £ A ' .. • •; “■ -'- T '. '■ : TSfcSffKjfc {toSS&EJ o l .‘ fit•' tfy. yv. jy^!• V 


and multiplayer gameplay variants, 
plus hidden highlight videos related 
to the five teams, Rotterdam will 
bring its unique spin on skating 
home this summer. 


A The tracks may look simplistic, but this sport's more about laying out 
your competition than negotiating tight turns. 
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A Ten skaters race at one. The goal: Pass as 
many opponents as possible, or stomp 'em if 
4 Win a fight, and your skater will you can't. 

strut their stuff before being taken to - 

the penalty box. 


A Multiple camera angles are used to keep 
faithful with the TV show, including some of 
its, um, more well-rounded highlights. 


Publisher Capcam 
Developer Capcnm 


Release Date September 
Type RPG 
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A Though they may look hand-drawn or pre-rendered, the environments and many 
larger creatures are done on-the-fiy. 


> in addition to 
preset camera 
modes, you'll be 
able to rotate the 
view for the best 
seat in the house 
(and to locate other¬ 
wise hidden items). 
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A Your party is visible on-screen while A Once your party grows in size, you can 
adventuring, and is exquisitely animated, send wounded fighters to the rear to heal. 


ole-playing fans have a 
lot to look forward to 
this year, and the long list now 
includes the fourth chapter in 
Capcom's Breath of Fire series. 

This latest adventure has you 
once again assuming the role of 
the blue-haired, initially amnesia-clouded Ryu, on a quest to iocate 
a missing princess who can end a long-standing conflict between two warring nations. 

Visually, the series has undergone a dramatic overhaul. In addition to polygonal envi¬ 
ronments that could pass for being hand-painted, BoF4 ‘s characters look more like cell 

animation than sprites, showcasing a wide 
array of fluid movements. 

Gamepiay-wise, the battle system will 
boast two noteworthy additions. Dubbed the 
"Tactical Battle System," it'll enable you to send 
wounded party members to the back, where 
they can recover HP/MR and bring your 
healthy fighters to the frontlines at the begin¬ 
ning of each turn. You can also look forward to 
the new Combo System, which increases the 
potency of a secondary magic or skill attack if 
the first was landed successfully. 


A Object-based puzzles will once again 
factor into the fun. 
















































































































































































Release Date July 
Type RPG 


Publisher Square EA LLC 
Developer Square 


June Z □ □ □ 
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your gained abilities and skills intact from 
the beginning. Very cool. 

While Threads of Fate might not be of 
the same role playing caliber as Square's 
epic Final Fantasy series, action RPG fans 
are guaranteed a solid outing into the 3D 
world. For us here in the PSM office, we 
can't wait. 




niques. With enough of both items, Rue is 
able to change into powerful creatures, 
such as a gargoyle or saber tiger. 

As Mint, players are able to use all 
sorts of magic in order to clear obstacles 
or battle enemies. Depending on the color 
of the magic spell you choose, you might 
also be aole to combine spells and atiacks 
in order to pack more of a wallop against 
specific creatures. Some of Mint's attacks 
will allow her to strike from long distance 
or to fire spells in multiple directions, 

But the most interesting aspect of 
Threads of Fate lies in the two separate 
storylines that are included in the game. 
Both Mint and Rue exist within the same 
world, at exactly the same time, so they 
will meet up with many of the same char¬ 
acters. But as they both have completely 
different agendas, each situation will be 
completely unique - allowing them to use 
new ways to overcome the same prob¬ 
lems. And once the game is completed, 
your save files will also be able to function 
as special;,’‘markers' 1 in order to uncover 
secrets or to play through the game multi¬ 
ple times as either character with ail of 


3 ans of Square's Brave Fencer 
Musashi are finally getting their 
comeuppance as the second 3D 
action/RPG from Square is rearing 
its head on the release charts once 
\ again. Sporting two separate charac- 
£\ ters, each with his and her own 
M storyline, Threads of Fate 
’ \\ (Dewprism in Japan) promises 
V\ plenty of real-time dueling, puzzle 
\1 solving and skill-mastering. 

I As either Rue, a soldier on a 
ijj mission to uncover a mysterious 
j relic to bring his beloved adopted 
7 sister back to life, or Mint, a magi- 
J cian out for world domination after 
• her sister inherits the throne of their 
kingdom, players will be able to exploit 
each character's specific skills. Rue 

I is able to transform, at will, into var¬ 
ious creatures in order to battle 
foes or bypass certain obstacles. 
But Rue needs a certain amount of 
MR {magic points) and Monster 
Coins (goodies left behind after Rue 
defeats certain enemies) in order to 
Kij use his special morphing tech- 


As with any Square RPG, expect to dis¬ 
cover plenty of mini-games for you to I 
mess around with while chasing down |i 
your main objective. 


A Mint is \ 
ai magi- V 
cian, bent \\ 
on world ^ 
domination! 


A Mint hops, jumps and bounces her way 
to the grand prize... what is it? Urn, well, 
we haven't gotten that far yet. 


A That gargoyle may just look like bad 
news, but in fact, that's really Rue morphed 
into a creature! 


A Did Square 
take a cue 
from Tec mo's 
OOA fighting 
franchise for 
this char- 
a c t e r 
design? j 

Hmm... 




A You can expect the cinemas in Threads of 
Fate to rival any other on PlayStation, with 
gorgeous textures and (hopefully) grand 
voice acting. 








A The ievel of 
detail in the polyg¬ 
onal characters is 
impressive; check 
out the textures on 
those boots! 


> Rue is a soldier 
who's trying to find a 
relic that will save his 
sister (yes, that's a guy). 
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A Poilywog is just one of the many different 
creatures that Rue is able to transform into 
during the game. 


A While we were quite impressed with this 
foe's swordmanship, we were MORE 
impressed by his rock-hard abs. 
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Battling big beasts is the order of the Rue duels with the undeadl Maybe she 
day in Threads of Fate. Expect to pull out could use a little help from the STARS 
your best moves. team and Claire Redfield! 
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Publisher Acclaim 
Developer Z-Axis 


Release Date Winter 
Type Extreme Sports 
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Thanks to loads of detail, your 
best tricks will look awesome — 
and your worst attempts even 
more embarrassing. 
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irst came skateboarding, now freestyle BMX biking is about to 


pens to feature the sport's reigning champ, Dave Mirra. 

Sporting a roster of ten pro BMX stars, including the likes of Ryan 
Nyquist, Leigh Ramsdell, and Chad Kagy, Dave 
Mirra's Freestyle BMX focuses on building up 
your biker from an aspiring champion to a true 


► Using a freestyle 
trick system, the 
game starts off 
with a basic set 
of moves and lets 
you create even 
flashier ones using 
follow-up commands. 


f. 


enable you to perform more (and flashier} tricks 


the game will feature 
unqest qrind and "sick- 




< The game's skeletal animation system promis¬ 
es to deliver highly realistic rider movement 
especially during crashes. 


est trick" contests 


test your grit, be it on 
verts, dirt, or the unfor¬ 
giving concrete of the 
streets. Screw .up, and 
the game's skeletal ani¬ 
mation physics promise 
to depict the nastiest 
spills you've ever seen. 




^ Outdoor dirt arenas make up 
some of the game's T2 levels, 
which also include vertical and 
street competitions. 




► The indoor vert courses are where 
you'll encounter some of the most 
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Publisher Crave 
Developer Lightweight 


Release Date August 
Type Fighting 


a «Jl» has been practiced for centuries — but it 

^ hasn't been the focus of many videogames. Bushido 

^ Blade and its sequel brought this noble form of combat 

,, v to PlayStation, and now Crave is taking its own stab at the ^ 

^ action with Kengo: Master of Bushido. 

' Billing itself as a true Zen fighter, Kengo will feature weapon and spirit gauges 

{ in addition to the traditional life meter, placing an emphasis on staying cool in combat. 
r Slashing too frantically will cause your attack power to diminish and your weapon to dull, 
so finding the proper "flow" of combat will be crucial 

Kengo further distinguishes itself from its predecessors in the number of 
gameplay options it'll offer up. In addition to a reputation-based ranking system, which 

i/ __takes into account your honor and 

hV technique, the game will feature mul- 

y tiple combat modes, including street 

X encounters, Imperial matches, and 

one-on-three sparring against fellow 
disciples of your Sensei. 


a Like a true sword fight, careful observation of your opponent's 
moves will eventually lead to an opening in their defenses. 


W. A Now you can 
B be a samurai in 
Jr the safety of your 
1 own home! 


one false move 


A This isn't fencing 
and your opponent's blade won't stop at 
your chest. 


a Hint: When your opponent's sword is drawn, it's usually a 
good idea to draw yours as well. 


Hh -' Xm■ - 
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The winner of gruel¬ 
ing stand-offs like this 
will be the one who 
has the most Ki (spirit) 
and weapon strength. 
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Visit www.esrb.org 

or call 1-800-771-3772 
for more info. 
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If you re going to try playing Digimon World, you’d better make sure you’re wearing two pairs of 
underpants. See, some of these Digimon are so vicious and twisted they were actually banned from 
television. That s okay with them, there are more things to blow up in video games anyway. Like you. 


■■ ■: ■«- -k : 


bring it. But don’t say we didnt warn you 


©1997 Fiandai Co., Ltd. Program ©1999 F3andai Co., Ltd. Distributed by Bandai America Incorporated. 5551 Katdla Avenue, Cypress, California 90630. Aft rights reserved. DIGIMON, DIGITAL MONSTERS are all related logos, 
names and distinctive likenesses thereof the property of F’>andai. PlayStation ..arid..the.PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Used under license by Bandai America Incorporated 
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Publisher Square EA LLC 
Developer Square 


Release Date June 
Type RPG 
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ket, Secret of Maria, on the SNES, never really seemed to get 
the credit it was due, as it was always overshadowed by the likes of Final 


▼ Evert the plants 
have personalities 
in LOM. 


buddies to play through the game, each controlling a separate character, 
has yet to be matched, even on PlayStation, 

But now, with the impending release of the third installation in the 
series (Seiken Dentetsu 2 never made it to the US), Legend of Mana, 
players may be able to get a slight hint of what the experience was like 
— or not. Square has opted out of the four-player mode that made Secret 
of Mana such a unique title, by implementing more of a straightforward 
two-player mode that mimics Chocobo's Dungeon 2. With the massive 
store of unique features and quirky storylines plunked into Legend of 
Mana, most roleplayers may not even notice. 

At the outset of the game, players are given a 
choice as to which gender they'd like to play through 
the game. While the choice you make doesn't affect 
the game's flow too noticeably, your decision may 
affect the types of weapons you'll be able to wield 
most efficiently. Another interesting diversion to the usual 
RPG rigmarole in Legend of Mana is what Square calls the 
"Landmake System". This allows the player to use “arts- 
facts" collected from completing certain missions in 
order to create specific cities, towns and dun¬ 
geons on a map. The location of these land¬ 
marks determines the difficulty of the enemies / 
found within. The further the location is from 


your "Home" (the original point on the map), the tougher the r 
enemies found inside will be. There are plenty of other deter- v 
mining factors, as well, when using the Landmake System, 
which adds a special flair to Legend of Mana. 

The game is broken up into different missions that can / 
somewhat be accomplished in any order you choose, but < - 
doing so will affect the members of your party. Some will 
waive off certain missions, while others will join up. Battles 
are pseudo-real-time affairs, with abilities gained only once ^ 
you continually use other skills. And these skills are often 
related to the gear you equip. As a result, Legend of Mana 
ends up being an incredibly complex title with loads of characters 
and customization. While it may not be the sequel that hardcore 
Secret of Mana fans have been waiting for, you can expect this to be 
an incredibly engrossing adventure when it hits shelves this June. 
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A Rachel is jusf one of 
the many characters 
you can control in Legend 
Of Mana. 
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Legend of Mana's unique Landmake 
System is integral to surviving the game's 
tougher bits toward the end of the adven¬ 
ture. Learning the intricacies of the sys¬ 
tem can be intimidating, but it ultimately 
gives the game loads of flexibility. 


mm 






. 


■■ 


; 




* 4 * 


* 


• .V -V 






■ 


j],*. } 


4 This odd couple will 
move into your abode 
only after you teach them 
a thing or two in battle. 
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▲ Every location will contain multiple 
missions for you to take on, much like the 
system found in Tomba! 


A The backgrounds and scenery in Mana 
are lush, detailed affairs with plenty of 
multiple pathways to discover. 


▲ On some missions, you'll be able to [oin 
up with another character, but the pairing 
usually ends with the mission. 


▲ Starting the game means setting up 
house on a part of the map that YOU 
CHOOSE. You can't ask for more than that, 
can you? 
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The crux of Legend of Mana is finding all the different 
things that you have to do; and this means running into 
all sorts of characters at different locations. 
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a Make sure you know what you're doing 
when you're laying down artifacts to cre¬ 
ate towns and dungeons. 


: The penguins are trying to find 
way back to their ship. Can you 
them survive the forest? 


A Pearl is a little flaky, but it's your job to 
get her around sofely — unless you want 
to face her devoted guardian, Elazul. 


, . Niccolo, the perky bunny, is a familiar 
face who has plenty of business to take 
care of. Make sure to treat him well. 
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Aloha...Hawaii is under siege from terrorist fanatics. 

‘ ' V. V {by .-} 1 - ■ ttfflf" 

As Eagle One , command the searing action and fly 5 

different attack planes, including the Harrier Jumpjet, into the latest 

hot spot, TunVn burn, baby...it doesn't get much Harrier than this. 


Pilot your fully loaded Harrier Jumpjet through 25 adrenaline 
pumping missions. 

Attack enemy planes, ships and gr< 

1st & 3rd person views capture the 

Choose Action or Sim Modes to experience the battles in 2 different ways 

Split-screen 2-player action puts you in the middle of head-to-head dogfi 
or grab a wingman to take out the enemy in cooperative mode. 


in frenzied anti-terrorist 


action 
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All the cheats 
are entered at the 
Credits screen 
reached through 
the Options Menu. 
When you enter a 
code correctly (it 
may take a few 
tries), the screen 
will flash red and 
you will hear a 
shot fired. 
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Make The Game Way Easy 


Level SeleGt 


Fear Effect can be one tough action adventure game 
to get through. This brilliant piece of work has some 
dastardly tricky puzzles to solve, but what really gets 
you frustrated in this game is all those tough bad guys 
you face. Even worse, to get the good ending, you 
have to play the game on the hard level. This task 
doesn't seem so daunting with the release of all these 
amazing cheats. You'll still have to solve all the puzzles 
(or not if you use the instant puzzle solution cheat), 
but our Fear Effect guide from a couple of issues ago 
will get you through. 


code allows us to fully check out all that a game 
has to offer without putting in all the time that is 


gone out and purchased the game, so you 
should try to get your money's worth out of it 
before turning to a level select like the one we 
have here for Tiny Tank: Up Your Arsenal. If you 
must cheat, though, here's how you do it. Press 
START at the Title Screen, then at the Main 


L2 + R1 + R2 + <■ + + SELECT. When 

entered correctly, you will automatically be taken 
a Level Select where you can highlight and enter 
any level in the game. 


X to choose the Credits option. Now, while the cred¬ 
its are running, enter any of the following cheats. To 
get the codes to work correctly, you must enter them 
with precise timing. The first time you try, you may 
not get anything to happen, but just keep at it When 
entered correctly, you should hear a gun shot and the 
screen will flash red. 


When you enter the 
No Fear cheat, you 
make yourself 
invincible. This is 
arguably the Mgfi 
best cheat of 
the lot. 


Enter the code 
on the Main Menu 
with die New Game 
option highlighted. 


•! w.! E "VI.!; IvjLV '■“■.y i* Irij *4 1 


We've found even 
more cheats for 
Fear Effect, but 
couldn't get any of 
them to work. The 
ones we've listed 
will definitely work. 
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When you enter the 
code correctly, the 
Level Select screen will 
magically appear! 


The gameplay in Fatal Fury: Wild Ambition may not 
be anything special, but that long opening cinema 
sure packs a punch. There aren't any really cool 
cheats to unlock characters or anything. You still have 
to play through and beat the game with every char¬ 
acter and at least one of those times without using 
any continues to get those. What we have here is a 

little trick that will let you use . ....... .. 

the villain in the game while « TTH^oeggoa 

he's wearing a suit; actually two 

different suits, one black and jgj _ * 

one brown. All the characters £ y ,jjh JL 

have alternate outfits depend- (| ^ 

ing on what button you push, 

but if you press and hold START ' 

while choosing Geese at the * — 

character select screen, you 

can see him in his suit. 


r t hh i 


Geese is apparently the 
only character in the game 
that was smart enough to 
bring along extra clothes. 


SUGUMt.S 


Press and hold START, then 
press or for the black 
suit or press or for the 
dark brown suit. The suit is 
also rumored to unlock an 
alternate ending for Geese. 
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least one code in Code Junkies that totally blows open a game or 
!e to another level. Each month we pull out those exceptional codes 
;m with the dubious honor of Code Fix Of The Month. Look here for 
r the best games each month. 
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After you enter 
the code, enter the 
Options Menu on 
the pause screen 
to find the new 
Cheat option. 


< Enter the cheat to 
play on Hard Mode 
after you select New 
Game on the screen 
where you choose 
between a one or 
two-player game. 


This sequel to the original Syphon Filter improves 
upon just about every aspect the first game, espe¬ 
cially with the new two-piayer death matches. 
There are loads of two-player mode secrets to 
unlock and we've detailed them all. We've also 
got a precious Level Select code and a cheat to 
make the game even harder! Enjoy! 


Pause the game and 
enter another code 
to make the Movie 
Option appear. 


To enable a cheat that allows you to kill enemies with 
one shot, first pause your game. Then, on the pause 
screen, highlight the Weaponry option and press hold 
SELECT + L2 + C + □ + X. You'll know you're suc¬ 
cessful when you hear a sound. When you enter the 
Options screen, select the new Cheats option. 


Why, you ask? Well, if you want to open ail the hid¬ 
den movies there are to see in the game, then you're 
going to have to play through and beat the game on a 
hidden Hard Mode setting. To play the game in Hard 
Mode, go to the Title Screen, highlight and select 
"New Game" and then highlight "One Player" and 
press ♦ + SELECT + LI + R2 + d + O + X. During 
the game, you must unlock the Movie Theater option. 
Pause the game and highlight the Briefing option and 
then press ♦ + LI + R2 + C + X. You will hear a 
sound when entered correctly and at the bottom of 
the Options screen you will find a new "Cheats" 
option. Select this to see the movie mode and view 
movies from either disc. The movie mode is more like 
an art gallery, which Gabe can actually walk around in. 
Just approach a scene hanging on the wall and press 
to view the cinema. Two of the pictures have ques¬ 
tion marks and are bonus movies to unlock in Hard 
Mode. They will appear in the following order: 


The actual Movie 
Mode is just like an art 
gallery complete with 
guests in formal wear. 


After turning 
on the nifty new 
"Super Agent" 
Mode, you're 
going to be able 
to save a mint 
on ammuntion. 


Are you hopelessly stuck on a level? Do you wish you 
could just skip ahead to see what's next? You can by 
entering this simple level select code. During 
gameplay, pause the action, then highlight the Map 
option and press ■* + L2 + R2 + + □ + X. Let go of 

the buttons and enter the Options Menu and select the 
new Cheats option that is now available. Choose End 
Level and you will move onto the next level in the 
game. Repeat to cheat your way ail the way to the end 
of the game! 


The only way, (at this time} to unlock the ten Ridden 
two-player arenas and the 18 secret \ 
characters is to find several hidden \ 
items scattered throughout the game's % 
many levels. Some items, like the 
Binoculars, will appear in you: inven- l|p§&L,gk, 
tory, while others will not, like the Giriy 
Mag land the Dirty 
Laundry. The follow¬ 
ing iists how to find 
each hidden item 
and the secret 
they open up. 


Bonus Movie 


Requirement 


While in the pause 
menu, highlight the 
Map option and 
enter the code. 


Play up to level 6, 
United Pacific Train 
Play up to level 2, 
Industrial District 
Play up to level 7, 
Agency Bio-Lab 
Finish game on Hard 


Bonus Movie 2 


mAve a 
spy gam. 

WITHOUT 
A G/RLY 
_ MAG? ^ 


Bonus Movie 3 


Bonus Movie 4 






Si35w5 


1 Colorado Rockies .,. 
3 ► Colorado Interstate 70 
8 ► C-130 Wreck Site ... 


Find the H11 crate in the cave near the waterfall ravine. 

Get the Binoculars out of the crate in the back room of the first tunnel 
Kill Archer with one shot as he rides the chopper (good luck). 


Colorado Rockies Arena 
Caves Arena 

jungle Arena (If you beat this mission in under 
3 minutes you will unlock the Syphon Filter 1 
characters for 2 Player mode) 

Pharcom Incubator Lab Arena 
Disco Basement Arena 
Rhoemer's Bunker Arena 
Surreal Arena 
Aljir Prison Arena 

Agency Computer Lab Arena (You get to the 
Operating room by entering the ventilation shaft 


9 ► Pharcom Expo Center.. . 

11 ► Moscow Club 32. 

12 Moscow Streets. 

13 ► Voikov Park. 

15 ► Aljir Prison (Break-in).. . 
18 Agency Bio-Lab (Escape) 


Find the Giriy Mag in the locker.. 

Kill all three bodyguards on the dance floor before they toss grenades... 
Get the PK-102 from one of the white cars that attempts to run you over 
Get to the first car before the agent blows it up to find a Biz-2 inside 

Make it through the whole level without the crossbow. 

Enter the Operating Room.. 


CHEATS 


ard Mode And Bonus Movies 


idden Two-Player Arenas And Characters 

• v . ; - • _ ’ .. 


19 

20 


■ 


that you exited last in the previous mission, 
not the second one that leads into the hallway) 

New York Slums .Find the Dirty Laundry in the washer in the burning building.D.C. City Park Arena 

Slums District .At the top of the stairs in the garage, there's a crate with an M-79 inside... Syphon Filter 2 characters for 2 Player mode. 
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when you first slap the game into your PlayStation. But 
have no worries, with the following codes, you'll have 
direct access to everything there is in the game right 
from the start. All of the following are entered at the 


with these codes delivered directly from 
Infogrames that unlock ail the levels in the 
game, unlimited weaponry and even a god 
mode. All the cheats are entered inside the 
Options Menu reached through the Main 
Menu before you start a game. Different sound 
effects will be heard as the cheats are 
successfully entered. 


I-''v-v , ; 
....... 

v. 


choose the mode you 
want to play in. A 
sound will be heard 
when you enter a 
code correctly. 


< All of the codes are 
entered at the Main Menu. 


Cheat 


Unlock Ail Areas 
Max Out Player's 
Trick Level 
Unlock The View 
Movies Menu Item 
Unlock All Boards 


& Enter the cheats while on the Options screen that you 
reach from the Main Menu. Think you can handle that? 






> After entering 
the All Characters 
cheat, Shannon, 
wifi he playable. 
And if you entered 
the Max Stats 
cheat, all of her 
statistics will be 
through the roof. 


R1 LI R2 L2 START 
R1 LI R2 L2 R1 . . 
R1 LI R2 L2 LI . .. 


All Levels 
Unlimited Guns 
God Mode 


i . , -l .■■ ■ ■■ .. .1 


4 When you enter 
the code to unlock 
all the areas in the 
game, you'll be 
able to shred 
Noah's Park. 


JvLjstJMam 


L Once the Movie 
code is entered, a 
new Movie option 
will appear on the 
Main Menu. 


A Once the "All Levels" cheat is entered, just start a one 
player game and jump between all the Hawaiian islands 
and choose any of the missions in the game, including the 
final level! Level selecting is cheating at its highest form. 


Different Outfits 


HOLDING 
DOWN THE 


tions when it comes to their clothing. When you're 
sick of the default colors you get by pressing X 
when you choose a character, try pressing and 


OETS ME SOME DIFFER¬ 
ENT COLORED THREAPS. 

C WHICH I REALLY NEEP, 

L SINCE I’VE BEEN WEARING 
\ THIS SAME SHIRT J 

SINCE 1997...) S 


R1 or R2). Each button selects a different color. 


■ ", ■ ■ 1 ■ 

j 


< To get 
one of 
four dif- 
ferent /( 
colors for( H 
each char&vJ 
press and hb< 
one of the 
shoulder but¬ 
tons on the 
controller 
while you 
select your 
character. 


’ HMM... ' 

I WON PER WH4T 
BUTTON YOU HAVE 
TO PUSH TO OET 
^ ME A UFE... j 


Fly, Err, Make That Cheat , Like An Eagle 


free 
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fishers. Most of the numbers are 900 toll calis, so be 
warned—-they will cost you. If you are under 18, you 
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lines (other than our own), so we aren't responsible 
for the information available on them. 
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Acclaim 

Accolade .(900) 454-HI NT 

.(900) 680-HINT 

American Technos .(408) 453-9828 



¥■ ■: 


Ascii I 

Atlus Software .(714) 852-2351 

Bandai .(310) 926-0947 
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Data East 

• ■ 



■Milt 
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Eidos 
Electronic Arts 


(900) 7734367 


lil.ili.tltlf 




(415) 568-9501 
(714) 553-6655 
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KOE 


Kokopeli .(900) 370-HINT 

Konami .(900) 8964468 
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Midway/Williams .(903) 874-5092 

.(900) 7374468 
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Playmates .(714) 428-2112 
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Sierra... 

Spectrum Holobyte 


.(900) 370-5583 
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Technos .(408) 453-9828 

Tecmo .(310) 787-2900 

.(900) 370-HINT 




i 


• M I 4 t • 4 4 I 4 M » # If f 



II 

Bs. 1 





Ubi Soft 

Viacom .(303) 7394019 
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Fun with The Announcer 
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jr All THIS 
CHBATING IS THE 


I TURN MY BACK 
ON BASEBALL 
v FORBVBR. _ 


.:y 
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Pitching 

Batdng 

Power 

R*k*r*g 

Running 

Ovoraii 
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Atlanta 

BRAVES 


Button Input 


mmentary 
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Enable All Planes 



800be66e0101 
800be6700101 
800be6720101 
800be6740101 
800be6760101 
800be6780101 
800be67a0101 
800be67c0101 



3010781400ff 


• 1 ‘‘ ‘ V- ‘ *' "r 1 « i.'i'-ti 

i 

te Health (Partner). 


infinite Timer (Bootcamp) 


800df6b8Q367 
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LUSIGN 


Infinite Health. 

Innnite Ark. 


■ 


.800c33860190 

.800b8dacffff 
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Hoor Trap No Load Time. 


.800c0de80000 

.800c0e7c0000 
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All Emblems 


800fa8e00005 
d00fa870007b 
80101d100005 
d00fa870007b 
80101d040005 
d00fa87000|b 
80101d000007 
d00fa870007b 
80101d0c0005 


All Rings. 

Infinite Dreak 


X POSVtVANYA, ^S, 
CHEATING CAPITALIST 
PICS/ TASTE THE HOT 
LBAO FRUITS OP YOUR 
V CHEATING WAYS/ A 


Trap License Complete 


Infinite Health All Modes 


d0081e84006d 

800fa28401f4 

d0081e840067 

800fa87001f4 

d0081e84007b 

80101c9401 f4 

d00fa8700067 

800fa8c00063 

d00fa8700067 

800fa8c40063 

d00fa8700067 

800fa8c80063 

d00fa870007b 

80101d140063 

d00fa870007b 

83101C080052 

d00fa870007b 

80101cc80063 

d00fa870007b 

80101cb80062 

d00fa8700067 


'A '.V fag. 


ANY IYIE-HNS 


DOING T-H-E 


iyie-rns 
McN-RETY” UU1TH 


FimfLY-FflCED 




Infinite Frags 1st Person Mode 
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Second Team has 99 Runs 


d00fa870007b 
80101cc40005 
d0081e84006d 
800fc038647c 
d0081 e84006ci 
800fa2901388 


Stop Race Timer 

Infinite Cash. 

Max Cash.. 


Second Team has 99 Hits 


infinite Lives. 

infinite Health. 

Have Swim/Dive Learned 

Have Climb Learned. 

Have Headbash Learned. 

Max Gems. 

Max Orbs.. 

Have Spit Fire Breath. 


Max Season Points. 

infinite Retries. 

Unlock Freeride/Bonus Stuff 


infinite Creation Points 
Maxed Out Stats. 


801e45c40320 
50000a020000 
801e454c6363 
800176e00000 
800176e20000 
800176e40000 
800176e80000 
800176ea0000 
800176ec0000 
800177200000 
800177220000 
800177240000 
800177280000 
8001772a0000 
8001772C0000 
300e67820000 
300e67800000 
800eb0a80019 
800176e00000 
800176e20000 
800176e40096 
800176e80000 
800176ea0000 
800176ec0096 
800177200000 
800177220000 
800177240096 
800177280000 
8001772a0000 
8001772c0096 
300e678,20003 
300e67800003 


Unlock A!! Series 


Home Team Scores 0 


80116690f fff 
d0089e680006 
80089e6a2400 

Infinite Ammo at Weapon Pick-up...8012a5c20063 

8012a5ca0063 
8012a5da0063 
8012a5ee0063 
8012a5c60063 
8012a6120005 
801f995808ad 


Infinite Time.. 
infinite Armor 


Unlock Ail Levels 


THAT S-A 
ONE SPtCY 
MEATBALL! 

. (POOH 


Stop all Timers 


Home Team 0 Timeouts. 
Away Team 0 Timeouts., 

infinite Shot Clock. 

Home Team Scores 150 


Enable Extra Trucks {Arcade Mode.80022d10000c 

Enable All Tracks (Arcade Mode).800228da0003 


Enable All Seasons 


{Just a harmless water- 
gun filled with Kool-Ade.) 


Enable Ail Vehicles 


Home Team Infinite Timeouts 
Away Team infinite Timeouts 


Home Team Always Scores 0 
Home Team Always Scores 10 
Away Team Always Scores 0... 
Away Team Always Scores 10. 


■ SAY TO GABE "HEY 
GABE/ CHILL OUT/ MAN" 




■ CALL GABE AND DEMAND 
VIDEOS BACK IN ANGRY TONE 


.800abaf80004 

800abaf40003 

,800ab80a2f00 

,800a b81c3e8 

.8001 b8380800 

,800ab83c03e8 

,80091ab801ff 

,80091abcffCT 

80091abe01ff 

,80091ac2ff01 

.80091 ac401ff 

80091ac8ff01 


■ TOUCH GABE'S NUGGETS 


Jump Distance Complete 
1000 Pts Collected. 

W... ' . ’ . _ . 

Infinite Health PI. 

1000 Items Collected. 

Enable Franklin Stein. 

Enable Mastov Kartnov... 

Enable Sparks. 

Enable Chase Rainbow.... 

Enable The Mummy. 

Enable Buck Billionaire. 


■S:- 


■L H.w. 


» LEAVE FOOD IN GABE'S 
REFRIGERATOR UNTIL IT STARTS 
TO STINK AND GABE HAS TO GET UP 
AND THROW IT AWAY HIMSELF 


WHY POES / 

^EVERYONE PICK. ON GABS? 

THEY MAKE 0A8E SO 
ANGRY... BUT OABE IS UNPER 
v CONTROL. CASE TOOK THE . 
-V BLUB PILL. 


BUT STILL, 
MAILBOXES 
MUST BE 
. SHOT. , 


Never Strike Out (Both Teams) 
First Team has 99 Runs. 


THOU SHALT NOT 
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A Here's the P5M gang hanging out in someone else's office. Chris has forgotten the Eessons 
he learned as a child back in North Carolina, when he first played "Poke The Badger With 
A Big Stick". Special belated thanks for all of the Valkyrie Wilde renders by Randal Ng. 


have some questions about PS2. 




{they're just too big). 


1. Will PS's memory card be able to 
copy files with PS2's memory card? 





announce- 


made, I'm sure 


2 . Is the PS2 going to have just a 
gaming internet service, or will it have 
email, etc? 

3. Is Konami going to make MGS for 
P!ayStation2? 


4. Are you going to make a separate 
magazine for PS2 or will you just contin¬ 
ue to cover both in PSM? 


Brian Abbott 
No Address Given 


►CHRIS: Hi Brian! 


1. Unfortunately, the P$1 
Card won't be able to hold 




A You'll need some of fhese PS2 memory 
cards if you want to save your PS2 games, 
Brian. Start saving your money. 


we'll see email and ai! sorts of online 
features on PS2 sooner rather 
than later. 


o n 
r5 * I 

b* * K 


^ep! It's well into 
d should be 


in 20* 


4. PSM will have you covered for 
both PS1 and PS2, so we'll still be the 
only mag you need! 

Hey PSM Boys! I would like to say 
that your new updated site is looking 
great, and I've got a few questions 
and comments. 

1. Do you guys have ANYTHING on 
Metal Gear for PS2. That would be the 
best game ever!! I have heard only little 
things like that it will be the first game to 
ever harness the fuli power of the PS2. 
We can only dream for now, 

2 . Why hasn't Syphon Filter became a 
greatest hits yet? I thought it sold really 
well, and with the sequel already out, 
What Gives? 

3. And finally, Why are people worried 
that Dolphin and X-Box will take the 
crown as video game king. Even if they 
are better systems than PS2 (which is 
hard to believe), I still think our Sony 
brethren will end up on top. I mean just 
look at Playstation & N64. 


Bish 

buba15@hotmail.com 

► I'm glad you like the look 

of our site. It still doesn't have much 
info on it, but that will change over 



A Information about MGS2 is mighty 
skimpy right now, Bish. We'll have to wait. 


the next couple of months. We all 
have some good ideas that we want 
to try, but finding the time to imple¬ 
ment them is the hard part. We have 
plans to put up special features and 
polls along with exclusive interviews 
and anything else we can think of. 
However, those of you who have 
some good ideas on how to make 
the site even better should email us 
right away. Just put "PSM Online 
Ideas" in the subject line, so that it 
goes to the right place. We look for¬ 
ward to hearing from you all. 


1. To be honest, no one really knows 
anything about the sequel to Metal 
Gear Solid except that it might take 
place in New York. Apparently, the 
game has been in development for 
quite some time and should be fin¬ 
ished around the first half of 2001. 
We ean only begirt to imagine how 
amazing the game is going to be. In 
our opinions, it will probably be one 











































































































































































Illustration: Ryan Kinnarird 
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Each month, we put the controller down for a moment to focus on a different aspect of PlayStation gaming. We 
invite debate, so please drop us your opinion on this month's topic at PSM PAUSE, c/o Imagine Media, 150 North 
Hill Drive, Brisbane, CA 94005. Or, you can e-mail us at psm@imaginemedia.com (just be sure to put "Pause" as the 
subiect heading). We will run the best of your responses here in this section. 



This Month's Topic 

The Perfect U.S. PS2 Launch 

he Dreamcsst had arguably the best 
American launch in the history of videogame 
systems. It was perhaps missing a classic triple-A title 
(like those Mario games Nintendo always launches its 
consoles with), but it did hit with a huge initial library 
of good games. Plus, at SI 99, it was the most 
inexpensive launch price we'd ever seen. Now, my 
question for you guys this month is, how can Sony 
top that launch? 

Traditionally, game systems don't launch with 
much of a bang. There's always hype and high expec¬ 
tations, but too often the game lineup is pretty weak 
on day one. Either there's only a hand¬ 
ful of games, or none of them are that 
impressive, or both. 

There are also plenty of other 
ways to screw up a console launch. 

Pricing is a key issue. How many peo¬ 
ple do you know that paid $400 for a 

Saturn, $500 for Neo Geo, or (gasp) - 

$700 for a 3DO? The simple fact is, it 

doesn't matter how good a console is if gamers' just 

don't have the cash; you can't get blood from a stone. 

Sega's Saturn really set the standard for bad con- 


fcfc 5EGH=^5 Saturn 
REALLY SET THE 
STANDARD ■FOR 
SAD CONSOLE 
LRUNOHESJU 


sole launches. Not only did it launch at $400, but it 
had only a tiny number of games (which were pretty 
much all crap), and for the first several months it was 
on sale, you could only pick it up at three or four retail 
chains. It was too expensive, had no fun games, and 
was hard to find. Wow. And some people wonder 
why Sega almost went out of business. 

So then, here's my question for you guys this 
month: What do you think it would take for Sony to 
pull off the perfect PlayStation2 launch? Please try to 
be realistic in your responses (yes, a $99 PS2 would 
be great, but it ain't gonna happen). Tell me what you 
think is a fair launch price, how many games the PS2 
should hit with, what the perfect launch date would 
be, and any other factors you can think of. Also, pick 
the single best thing that Sony could do to ensure a 

great launch, and the single worst 
mistake that they could make to 
screw it up. I'll take your most inter¬ 
esting responses and print them here. 
Please try to be brief, remember to 
include your name, and let me know if 
you don't want your email address 

- printed. Hopefully, 

Sony will read your 
remarks and take them to heart! 


Chais Slate 


better use of the PS2's power. Call me crazy, but 
when people complain about rushed first generation 
games looking "only” as good as the competitors' 
fully-developed second generation games, well, I'd 
call that pretty outstanding! 

Tony Walls 

(email witheld by request) 
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HAT DO YOU THINK OF TH E 



jre are your responses to our Pause topic for issue 
; 2000). It was tough trimming down the 
tremendous amount of letters we received to the few 
that follow', so we tried to pick ones that took a slight¬ 
ly different angle to the subject. Now let's see what 
to say... 
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think that the launch in Japan was rushed, as there 
were not a lot of games ready by the launch date. If 
Sony wouldn't have rushed the game companies, 
then the introduction of the most powerful system on 
the market would have gone much smother. 

Dmitry Lisenkoff 
mangaman13@hotmaTcom 


was very disappointed with the PS2 launch. I under¬ 
stand that Japanese launches have few games and 
can sometimes be botched, but I did not see a single 
game that would have made me buy this system. 
What's up with only two controller ports? A lot of peo¬ 
ple would've shelled out another $20 for four player 
action. Also, no light show with the CD player? I 
would have loved to have seen it resurrected with the 
power of the PS2. Not to be too overly negative 
though, I do plan on buying a PS2 and I am remaining 
optimistic that Sony will pull something out of their 
sleeve for the US launch. 

Chris Zampas 
dyrtyfra n k@ hotma i I. com 


The PS2 did live up to my expecta¬ 
tions, and one of the games in par¬ 
ticular caught my eye because of its 
multiplayer capability: X Squad. 

Could it be a multiplayer Metal Gear 
Solid? I'm iooking forward to lots of 
multiplayer games, which is why I 
was a bit disappointed to hear that 
the PS2 only had 2 controller ports. I'm also looking 
forward to RPGs, especially online ones. So for now 
I'll leave you with a few words... Dark Cloud! Dark 
Cloud! Dark Cloud! 

Seth 

mailto:Setharch@netzero.net 

Hi 

I would like to see the option to shell out maybe 20 or 
30 extra dollars to get a game with the system, or a 
second controller. I remember the good old days, 
when you bought a system and didn't have to go out 
and buy a game as well. 

Denis Foley 

anubis_slash@hotmail.com 

I thought the PS2 launch in Japan was an incredible 
success. While the games were rushed and there 
weren't many that would appeal to an American audi¬ 
ence, selling almost one million units in three days is 
exceptional. I have also seen data that says that 
around 90 percent of the people in Japan that bought 
a PS2 were happy with their purchase. You can't 
argue with numbers like that. And by the time the PS2 
is released here in the States this Fall, there are going 
to be even more killer games with graphics that make 
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'm just so excited that the PlayStation2 is out. It has 
the best graphics ever, and its awesome capabilities 
get me pumped. Sure, the Japanese launch sucked, 
but everybody is happy. They're not upset because 
they are far less picky about their games, and U.S. 
gamers will have the best videogame launch in histo¬ 
ry. We wouldn't have it any other way! 

(no name given) 

JonL55@aol.com 

With the recent launch of the PS2 in Japan, I think 
there is a lot that Sony should worry about. Obviously, 
the launch went great overseas, but to really make 

the most out of the 
U.S. launch, there 
needs to be a huge 
focus on the games. 
Great graphics are 
going to be almost 
standard now with 
the power of the 
PS2 being so huge. 
However, GAME- 
PLAY is what they 
need to really focus 
on. Look at all the 
PS1 games being 
released lately and 
there are a ton of sub-par games being churned out. 
This is an obvious attempt to rake in as much money 
as possible before the PS1 dies out, since these 
games are being obviously rushed. Developers need 
to take their time and release worthwhile games to 
make the PS2 U.S. launch a true success. 

Chris S. 

Collinl 10@hotmail.com 

The Japanese launch was what I expected. Few 
launch titles of good quality, but a lot of hype which 
means many sales. But enough about that, the U.S. 
release is almost here! Hopefully, this time around we 
will have a good size game library. 

Mike Witherite 
mikewitherite@hotmail.com 



CHRIS; It seems like most everyone is on the 
same page, here; The Japanese launch was excit¬ 
ing, but limited, but the U.S. launch is sure to be 
much better. My thoughts exactly. Anyone who 
was expecting an immediate "paradigm shift" in 
gaming right at launch just doesn't 
understand this industry. 
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(Continued from pg. 94) 

of the first games to showcase the 
vast potential of the PS2'$ power. 
The games you're seeing now only 
begin to scratch the surface. As soon 
as we learn anything more, however, 
you can be sure that we'll run it 
in the mag. 

2. Hmmm...that's a good question. I 
have a feeling that Syphon Filter will 
get the "Greatest Hits" rating any¬ 
time now. Maybe it's just selling so 
welt that 989 Studios doesn't feel it's 
necessary to lower the price. 

3. There's always reason to worry. 
Sony may have been on top for the 
32/84-bit generation but that doesn't 
necessarily mean that it will win this 
next generation. There's always a 
chance that another company, like 
Microsoft, could come from behind 
and take the lead. While I doubt that 
would happen, it certainly is possi¬ 
ble. You have to remember that Sony 
came out of nowhere to beat Sega 
and Nintendo. How many people 
were expecting that? No one. 
Fortunately, Sony will have the bene¬ 
fit of a good head-start over 
Nintendo and Microsoft (as much as 
a year and a half) as well as out¬ 
standing developer support. No 
other console in history has had as 
much initial support as the PS2. Sony 
just needs to make sure that the 
price of the console is low (when it 
launches in the U.S.) and that a con¬ 
stant supply of quality titles is hitting 
the shelves. If it can do that, then it 
stands an extremely good chance of 
coming out on top, once again. 

I am hearing rumors about the PS2 that 
say it's launch in Japan was a disaster & 
that the system lacks "Anti-Aliasing" in 
the graphics engine although the N64 
and Dreamcast have this technology. Is 
this true? 


Nahed Khairallah 
nahedkhairallah@hotmail.com 

►CHRIS: Nothing could be further 
from the truth. Like I said in my 





y° ur ?Qca * store 

ve been playing PlayStation the times, bee 
e out and I don't plan to stop every time we 
>n. Anyway, I just wanted to shop or toy sto 
j questions, so here goes: woods, they've 


Editors' notes last issue, this entire 
situation has been blown way out of 
proportion. As for the anti-aliasing 
functions, of course the PS2 can do it. 
The reason that the feature wasn't 
used that much in the early games is 
that those games weren't designed 
on final PS2 hardware. The PS2 
requires you to implement anti-alias¬ 
ing differently than with other sys¬ 
tems, and it's one of the first things 
you have to code in. So don't worry, 
the games that are being started 
now are being done on finished hard¬ 
ware, and will have anti-aliasing. As 
for the launch being a disaster in 
Japan, well, Sony sold just under a 
million units in two days. What do 
you think? 


Hey guys, 
since it came 
anytime soon. 
ask ya a few questions, 

1. In your September issue 
had action figures for FF8 . 
the figures, but not the Guardian Forces. 
So far, I have only seen I frit and 
and the rest were supposed to come 
out last year but never showed. Now, I 
know you guys could care less about 
action figures, but l just wanted to know 
if you guys know what's up with this 
delay and when are they coming out. 
Also what about the Mortal Kombat 
action figures? 


2 . I just wanted to 
know what were 
your thoughts about 
FF9. I was kinda 
disappointed about 
the story being set in 
medieval times. 

I was hoping for it to 
be futuristic like 


► Here are some of the 
FF8 action figures 
Ademi was talking 
about. Neat, huh? 


3, I've read in the Internet that 
the Japanese PS2 has some prob¬ 
lems with DVD playback. Do you 
think well have the same prob¬ 
lems? Do you think this will 
affect the release date for us? 

Ademi Mirabal 
ademivictor@earthiink.net 


RANDY: Wha?!? PSM 
not care about toys? Au 
contraire, my friend - 
we're toy maniacs! 

One look at our desks 
(or homes, or cars...) will tell you that 
can't get enough of 'em. So as for 
rquestion: depending on where 
look, you should be able to find 
f the FF8 toys by now. Maybe 
‘oca! store is just a little behind 
times, because it seems that 

into a comic 
store in our neck of the 

the shelf- 
ha vent 
of them since they 
announced. Maybe they ended 
up where all those missing socks go? 

I'm really excited about this 
game, and 1 know that most of the 
rew is too. After all, we cut our RPG 


gaming teeth on the original FF 
games, so the medieval theme is 
right up our alley — it's the futuristic 
stuff that's really newfangled for us! 
ff you've never played one of the 
early FF games, you're in for a treat. 


You know what? We've been 
playing DVDs on our 
Japanese P32s like mad¬ 
men since getting back 
from Tokyo, and we 
haven't encountered a 
single problem with any 
of our discs, so that must 
mean that either the prob¬ 
lems (skipping, etc.) are 
extremely rare, or we're 
extremely lucky. Given 
the fact that we've used 
several systems to play 
them without prob¬ 
lems, I really wouldn't 
expect any problems in the States, 
especially not a delay of the 
Sounds like a bunch of fear monger- 
ing to me... 

I read the article on the possibilities PS2 
games will have with the broadband 
connection and the introduction of 
e-commerce to the gaming industry. 
When I read over the section on fighting 
games, the gears in my head started 
to turn. 

Using a recent game concept that didn't 
really hit it off on the PS, a fighting game 
that allows a gamer to personally create 
their fighter could have big potential on 
the PS2. A gamer could choose which 
types of training their character 
receives. The character can then begin 
to reach his full potential by using a level 
up system similar to most RPGs. At cer¬ 
tain levels, power moves could develop, 
but the gamer gets to decide what type 
of move it is, how it is used, how it is 
performed, choose whether to use it for 
offensive purposes or defensive, or 
both. The players stats will determine 
the effectiveness of each move, allow¬ 
ing these moves to gain in strength as 
their user does. 

But the best isn't over yet. With the 
new gear for the PS2, such as the 
broadband connection and the separate 
hard drive, a whole online fighting uni¬ 
verse could begin. A gamer can have 
their fighter designed as their favorite 
character, and register with the game's 
online arena, making sure that their 
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A With its internet capabilities/ the PS2 could open up new vistas for the fighting game 
genre. Players could buy equipment, learn new techniques and engage in tournaments. 


fighter is theirs and theirs alone. New 
moves and their physics could be stored 
in the arena's files for gamers to base 
their moves or even copy in awe of their 
favorite fighters. Updates for the game 
could be stored on the hard drive unit. 
E-commerce could include training 
camps, buying training equipment, 
and credits could be earned in 
tournaments. With the head units, 
gamers can hear their opponents get 
angry when they are losing, or hear the 
taunts from a fighter who has the upper 
hand against them. 

Role-fighting could become then next 
thing for gamers. If designed right, the 
game could be fun for even being a 
spectator. By going to tournaments as a 
fan, players can pick up on what moves 
work the best, and learn strategies by 
watching how the fighters lost. What do 
you think? 

Sean Overstreet 

ravin lunatic@innocent.com 


► STEVE: 


PS2 game 
your letter 


You have 

some great 
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ments that haven't been sec 


First off, your magazine is the best. I'm 
a long time reader of your magazine, 
I've read it since the 5 issue. I have a 
few questions I'd like to ask. 


1. What exactly do import adapters let 
you do? Does it give you the opportuni¬ 
ty to just play imports, or does it some¬ 
how translate the import. I ask because 
I've seen some import games and I'd 
die to play them. 

2 . If an import adapter does let you 
play imports in English do you have any 
idea where to find one? I've been 
looking for one everywhere. Fortunately 
I have an older PlayStation, allowing me 
to use one. 


3. Last, I'm a diehard RPG fan, but I also 
have a strong taste for the strategy 
genre. This is why Final Fantasy Tactics 


thrilled me so much. I was jumping 
with joy when a sequel to FFT was 
announced in one of your issues. Do 
you have any idea when it will come 
out, or if it will be PlayStation 2? If you 
have any screen shots for it or any info 
at all I'd really be happy. 

Derek Pope 
No address Given 
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2 . Will Resident Evil: Code Veronica be 
released on PS2 (if there is no informa¬ 
tion on the issue , tell me what you 
think)< 

3. Do you think RE: Gun Sun/ivor is just 
an experiment for Capcom, or is it a way 
to wrap up the series on the PlayStation 
1( a pretty lame way to do so , from 
what I have heard), or maybe it is so 
playstation owners won't feel to bad 
about not being able to play Veronica? 


One last question , I fell sorry for even 
asking , but I just have to know : What 
does the "x" stand for in PSX? 


Gabriel Rios 
gabrielri@hotmail.com 


CHRIS: Of course, Sonv hasn't 
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everyone 


out s 


.4* 


fj 


f 

f ■ . I 

1 i' -V. t& Mu S. 




lien 

vC 


cone. 


i dont think it 
Veronica 


ill be that 


S3 


currently 


planned for PS2 as far as I know, but 


j 


ties tvti 4 is, ana rrs gonna be way 




l 43 31Q 

| M & E M 


\ic 


r C#* 1 


ns f « 


Gun Survivor is just a side-story, and 
I don't think we've seen the last of 


Resident 



on 





Hello PSM staff! 

I've been a reader since day 
one and I must say you 
guys are the bomb! Now, to 
my questions that I know 
y'all can answer: 


1. I've been an RPG fan for 
years, but there are times 
when I like to put a sports 
game in and play a season. 
I'm a stats freak and I enjoy 
the drama in sports but it 
seems that ANY sports 


1. When Sony launches its 
broadband network , will all 
the downloads and the abili¬ 
ty to play with thousands of 
other PS2 owners be expen¬ 
sive or will it be affordable, so 
that everyone can enjoy it? 

► Sorry, Gabriel, but Resident Evil: 
Code Veronica isn't slated to appear on 
the PS2 at this time. 


Hi PSM people, first! wanna con¬ 
gratulate you for the great maga¬ 
zine , it has great reviews and 
you really give the people 
what they want , that is 
more than anything all the 
stunning PlayStation 2 
screen shots. Well , there 
are a few questions I hope 


you can answer: 
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PlayStation was never call 
- that's just what some fans have 
been calling it, since it was th 

lb# r 

machine's rumored title earl\ 
on. We've always been 031*6* * 
fui to avoid caliinq it that. 


since it isn't the official 
name and means nothing. 
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Welcome to the Fan Art section! Each month well be taking a look at the coolest PlayStation fan art 
from the hottest new talents around. If you've done an illustration that you'd like to see printed here, 
then by all means send us a copy! (Well take originals too, but we won't be able to return them}. 


Address it to PSM Fan Art, c/o Imagine Media, 150 North Hill Drive, Brisbane, California 94005. 

Even better, if you have the art in a high-resolution digital format, e-mail it to us at 
psm@imaginemedia.com, and label the subject heading "Fan Art." Now get busy! 


Thanks to for 
this sweet pic of Fei 
from Xenogears. 


? We can name 
two reasons why 
we love this shot 
of Tifa from I V... 
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Hana has some amazing coloring! 


got a real knack for ftes/cfenf Evil . 


Wow! 






game is lacking both of these. No mat¬ 
ter what team you are, you're gonna 
win the championship due to the fact 
that the Al is stupid as ail Hell. I mean, 
I'm a Cardinals fan and I took them to 
the series and beat the Yankees! That's 
ridiculous! Every stat column had a 
player from my team (Fernando Tatis 
took second in the league in HRs!) and 
my record was amazing! ! love realism 
and it's real hard to get that in a sports 
title unless you're playing a friend, then 
your actually forced to use some strate¬ 
gy. Will the PS 2 actually be able to han¬ 
dle realism in a sports title? NBA2K for 
the DC is pretty good as far as realism, 
but the DC can't touch the PS2! Please 
tell me stats will become more believ¬ 
able, games more realistic and challeng¬ 
ing (MLB99 on the hardest level is like 



^ £AN'T A GUY > 
JUST GO TO AN ATM 
WITHOUT GETTING INTO A 

RANDOM 8ATTIS?! 
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playing a tee ball team) 
and the seasons more 
realistic and dramatic! 


Arcade sports games 
are for the so-so fan 
but I'm a hardcore 










«5 


... . 




.! ;-jj>■. '£-•. a t !■. ' 




..... 

■ 


r sr-!- aY- -C' i : * i t . | 

- •!.* • j ■ v r Y ' ■ 


f -"c. 






'> VT. J ?r' Vf ‘ V.'P l I . 1 r 

2; ’ , 


rc.-v :".V 


*— 
o 


7-0 r- ; 


;cd 

■f5 




■ ■ 

. l v . r i- TpY-1 i \ j} ■ ,, , ■ _ ■ 


CO 

CD 

O) 

m 

u 

■m 

n 

CC V : 

3 

E 

(0 

■O 

< 


; ■■ . 

. p;. 




o 

o 

»■ 

o 

■ f fca ' l 

73 


00 

00 

CO 


I 

m 

cr 

eg 

O) 


O 

X 

'£■ 

CO 

CO 

t£- 

O 

CL 

co 

v> 

a> 

m 

q> 

m 

a> 

£fi 


re 

|L 


■ r 1 Y'U ■ • v.-iViTL-Tr-:- 

•. . •' .* ■" : ; , v. .■ ^ 

<D 


i ■ ’• I : .i'. •; . 

mriiSff 


'■..'■if if!* M.1 -jf - . r 

C3" 



O 

j/ ' ' ^ 3 


O 



<\l 

cn 


■ : c:. 

e 

.# '^ |b 


03 

x: 


P 


— - 

P 

o 

■ • P 

■ i ' ft 

:: 

$ 

CM 

< 

4—r 

c: 


<D 

li § 


C < CO 

O : - 4 - J1 

H to 

a? & 




. ■' .&■ 

■ ' - V ■'Lr' ,'.L" 

Bis 

c C 2 l 


aw 


CO 

p 


n" 

!'O 


Q 

EO 

QC 

£ 

CO 


a> 


<0 

UL 


.to 

CO 

o 

■S 

Q 


^ co 
CL 

5 , O 

di S 
In « 


■ " h i-C? r^l j* 1 1 ; 




CD 


c: 

CD 

> 

^ £ 
r— O 

CD o 
CD <r 
CD > 

■. J » i| ' P * 

<n 

C m 

o S 

O "-S' 

v a> 

> 5 

CD 

^ o 
> 
ca 


CD SO 

o 

O .§ 

- ^ bl 
§ 

x: 9 £0 
S2 » cc 

m i i 

IgiS 

M” <D Co 

D) •£ £ 
c o (D 

U > 

to OS -9 

CC LL. ^ 


T3 : 

."C : ■ 

co 6 
ai to 

9 ^ 

3 ° 

o o 
o 5 

CO o 

8 s 

-2 CO 

2 c 

O CD 

• ■>* t— 

mZife a , 

to <D - 

O 2 

‘ s 

co *q __ 

c r 
to — 


CD 

* 

CD 

CD 

to 



CL 




O) 

c 


CD 


CO 

Cl 

CC 

c: 

o 


e o 

O c; ^ 

jj Cr .. 

Sow 

co o a> 

Qu O • .': 8 s ■ 


CO 


(0 


e 

o 

CQ 

00 " 

u: 

u, 

co m 
a; cl 

F u ^ 

ca y 
CD S 


o 


E 

fcr re 

o C 3 

^ o 

CD ■ C 

£ o 
o > 

co ta 
CC LL 


SE 

CD 

si 


> 

LU 


CO 

C 

as 




Uj 

m 

to 3 
CD O 
CC CQ 


c 


co "co 

co ^ 
CD C: 
O) c5 
O CD 
e co 
CD ir 
Kj Q 


f O 

C/5 

JO 

CD 

CD 

CD 

CO 

cp O 
CD 

CD .g 

H" ■ 

Y5 Ct 
CD ^ 

00 to 

_-r- CD 

S o 

Q, ^ 


Ct _ 

LU 


h— 

LU 

LU 

CC 


GO 

4~* 

to 

o. 

c 

ru 

x: 

o 

DC 

LU 


to . 

<; co 

^ < 

CD J- 
LU 

■ PH i ' ■« _ 


1 < 
: DC 
* * Ll_| 
CD j_ 

o Zt 


3 

a 


CD 



sports fan and I want realism! 

2. What is it with you guys and you're 
constant whining about random battles 
in RPGs? If you're going to be a role 
player your going to need patience. 
That's what RPGs are about! 

Samuel 

KerouacJ ©hotmail.com 


►MAX: The thing is, Samuel, for all 
the fuss made about Al (Artificial 
intelligence} in games, it's really still 
very much in its infancy as a technol¬ 
ogy. In real life, sports (particularly 
U.S. sports) involve an extreme level 
of strategy and stat tracking with 
almost infinite variation. This is very 
hard to faithfully reproduce in their 
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I STARTED SMOKING 


I'M TOO WIN9S0 
ARE ON /7/3£. BE 
M/U/ONS WILL 


guess i me tryin# re 

BE COOl OR SOMETHIN# 


XV LIKE TO S AY 1 
WON'T KNOW THE 
R/SKS, BUT REALLY, 
I JUST DIDN'T CARS. 


I ALWAYS SAID I £01 
TO. ALL THOSE SAT, 
AND I NEVER REALIZI 
My ORE ATE ST ENEMY 


MERYL... OTACON... ME! LINO... I'VE SIONEP THE 
9BATH WARRANT OF EVERYONE X EVER CARSO 
ABOUT . AND OOP HELP ME, EVEN NOW, AT THE END, 
X CAN'T STOP SMOKING. 


- ALL THOSE VICTORIES, 
me SLOWLY LOSING TO 




.■ : 


□an 


n An 


ivalents and, as you point 
out, it's exactly the reason almost all 
sports games are better played in 2- 
player against a friend. But gaming 
A! is improving all the time (NBA2K is 
way better than just 'pretty good' 
and wiil take a lot of beating} and 
we're confident that forthcoming 
releases from the likes of EA Sports, 
Sony and now even Square will 
deliver the kind of realism you're 
looking for. 


►STEVE: Well, since Max isn't real¬ 
ly into RPGs, l f ll go ahead and jump 
in to answer that last question. Being 
an RPG fan has nothing to do with 
patience. You shouldn't need 
patience when playing a good game. 
If you get constantly bored and frus¬ 
trated with an RPG, h isn't designed 
well. RPGs have had random encoun¬ 
ters for so long now, we feel that it's 
time for a change. You don't need 
random battles. There are other 
ways of building levels and fighting 
enemies. A game should be balanced 
so that you should only really have to 
fight as many enemies as it takes to 
beat the next boss. It's lame when 
you are just trying to get from Point 
A to Point B and have to fight 30 dif¬ 
ferent creatures along the way. You 
should either be able to see the mon¬ 
sters beforehand, so that you can 
decide if you want to fight them, or 
you should be able to completely 
eliminate all the enemies in a certain 
area. I think that if companies, like 
Square, really thought about it, they 
could come up with some clever 
alternatives to the standard random 
encounter system we are seeing 
today. And fans would love it. 

Love your magazine and like most read¬ 
ers writing in, I have a few questions I 
want to ask. 

1. Is Bandai going to bring any of the 


PlayStation Gundam games to the US? 
In the release dates section, you list a 
Gundam game entitled " Gundam Side 
Story 0079." I thought this game was 
just coming out for Dreamcast? Am i 
crazy or am I going to have to buy some 
import Gundam games? 

2. Whatever happened to Macross VFX- 
2?\ The game was supposedly going to 
be released in January, yet when 
February came around I didn't hear a 
wink about it since. Did the game fade 
into oblivion or did it really come out in 
the states? 


Gundam games coming stateside in 
the future, there's nothing on the 
radar yet, but we'll keep ya posted! 


At present, there's still no clear 
answer as to what's happened to 
Macross VFX-2. We're waiting for it. 
Hundreds (if not thousands} or read¬ 
ers are waiting for it But it's fate is 
anyone's guess. Trust us, as soon as 
Bandai makes a definitive announce¬ 
ment, you'll know. If it finally does 
get released, well be certain to 
review it. 



3. Last but not least 
Capcom going to 
release Mega 
Man X5 at a\\? All 
I read about is Mega 
Man Legends 2 and 
Misadventures of 
Tron Bonne , 

Capcom going to 
end the series 
with X4? 

There's still 
so much to 
tell about X 
and Zero. 


Christopher Wallin 
kloggmonkey@hotmail.com 


RANDY: Oops! Well, 
Christopher, you caught 
us on that one — 

Gundam Side Story 
0079 was stuck onto a 
release list Bandai 
sent us a couple of 
months ago alongside 
a bunch of 
PlayStation 
games, and the 
connection with a 
certain DC game of the same name 
didn't come to mind at the time. 
Consider it deleted. As for other 


Mega Man , huh? We met 
recently with Ifune, the series' 
creator, who hinted at the 
possibility of a new 2D 
Mega Man X game — but 
he couldn't say for certain 
if it'll happen, or which 
system if d appear for 
if it did. Believe us, 
we'd love a new 2D 
adventure starring the 
blue wonder! All we 
can do it waif though, 
and bring you the news 
(or if) it breaks. 


eflo there PSM. I have been 
eading your magazine since 
its release some time ago. 
Your coverage on new games 
along with your unbiased 
reviews on games have 
been the strong selling 
point for me. The 
PlayStation2 coverage 
has been excellent, to 
say the least. So, 
enough with the 
butt kissing, 
brown-nosing 
and overall flat¬ 
tery and to the 
point I would like to make. We all know 
that the PS2 will be one heck of a gam¬ 
ing machine. The question I would like 


to raise is this, because of its immense 
capabilities as a gaming machine, 
who's to stop developers from making 
applications for the PS2? Applications 
such as word processing, Internet 
browsers and what have you? It would 
seem to me that with the processing 
speed, Internet capability, and multiple 
peripheral hookups, it would seem only 
logical that this machine could do 
this. Just imagine being able to create a 
webpage, write a document and 
post this on the net for all to see, 
with your PlayStation2! The possibilities 
are countless. 

No Name Given 
Buhrdt2@aol.com 

► RANDY: You're right — the 
possibilities are truly amazing. As for 
who could conceivably stop 
developers from making such appli¬ 
cations, that'd be Sony itself, since 
PS2 software has to be officially 
licensed to run on the system. But 
that's not to say Sony wouldn't 
allow such new types of software on 
the system — I just wouldn't expect 
it to surface until after PS2 is able 
to go online and has a hard disk 
drive, which will occur sometime 
(probably late) in 2001. At that point, 
you'll actually have a way to store 
email, web pages, and word 
processor documents you've made. 

After all, PS2 is a "computer 
entertainment system," and heck, 
going out on a limb, I wouldn't be 
surprised to see the system sold as a 
sort of "mini-computer" a couple of 
years into it lifespan. Think about it 
- it'll be cheap, fast, expandable. | 
and perfect for the things that most 
people buying computers now want, £ 
like email, web browsing, word _g 
processing, and video editing. £ 
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EIFFEL 
eiffel_120@hotmail.CoBt 
DESCRIPTION: 


... . 
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Gex 3, S P A R S., Tomb Raider, 
Wepsures of the Deep, and five 
demos. My brother also has some 


vkwwi in nvii. niy twtvwiwi ui«ju i iusi *JV»uu 

1 have a few games to sell or trade Pokemon cards for all ydaclokemon 
(preferably sell). All games are in fine freaks! E-mail me for? prices and 
condition — A Bug’s Life, Rugrats, trade offers. 100% PLAYSTATION, 
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& s- Tuan Dao 

tuan_a_d@hotmait.com 

Description: t want to sell these games: Bushido 
Blade — practically brand new-($15), Die Hard 
Trilogy — perfectly working-($75), and Wipeout 
XL —a great bargain-($5), or buy all three for $30. 
For any game you buy, i will provide codes and 
cheats, By the way, anyone want a brand-new, 
unopened GameBoy universal link cable for $5- 
10? Email me with your offers. 


► Bianca Hernandez 

mbm@compaq.net 

Description: I want to sell NFS;3 for $30, NFS: 
Fligh Stakes for $40, Tekken 2&3 for $30 each, 
Resident Evil 2 for $30, Metal Gear Solid for $25, 
and much much more!!! All of this games are in 
great shape. 


poo brins 

sub32@hotmaii.com 

Description: Hello everyone! I want 2 get rid of 
all my PSX items. I am selling my PSX for 90 dol¬ 
lars (only had it for one year) my memory card (15 
slots, $15) my 2 dual shock controllers ($70) and 
my games. All of my games are in mint condition 
w/manual and clean box. Resident Evil 2 ($30), 
Syphon Filter ($30), Final Fantasy 7 (4 discs, $35), 
Tomb Raider 2 + 3 ($15) and Tomorrow Never 
Dies ($40). I am also selling memory card stick¬ 
ers, i have a lot of different ones for $5 each. Will 
sell games and system separately, or everything 
for $300. I really want to get rid of it. E-mail me 
if you are interested. 


Demons Karma 

demons karma@aol.com 

Description: I'm willing to sell NBA In the Zone 2 
for 10$ (in mint condition), Silent Hill for 25-35$ 
(excellent condition/no scratches) , Legacy of 
Kain:Soul Reaver for 25-35$ (perfect condition), 
and Grandia for 35-40$ (perfect condition). All 
games come with original cases and manuals. 
Grandia has hardly been played. There are no 
scratches on the cases and manuals for Silent 
Hill, Legacy of Kain, and Grandia. I'm also willing 
to trade any of the games for Lunar Silver Star 
Story Complete (must be in good condition), Final 
Fantasy Tactics, Suikoden 1&2, Wild Arms, 
Vanda! Hearts 2, or Medal of Honor. I will trade 2 
of my games for 1 of yours. 


William Nuckolls 

firagal ©astound. net> 

Description: I am looking for Xenogears ($20- 
$25), MTV Music Generator ($35-$40), Parasite 
Eve ($15-$20), newest version of Game Shark 
($30-$35), and a Dex Drive for anything. 


► D, Stubs 

DStubs666@cs.com 

Description: I have the game Jet Moto in perfect 
condition and Tobal No. 1. I am lookin to sell them 
both for over $40 or trade them. My trading pref¬ 
erences are Resident Evil 2, Resident Evil: DC, or 
Metal Gear Solid. 


► Alex Friend 


aixfriend@hotmail.com 

Description: I would like to buy or trade for Final 
Fantasy Tactics, Legend Of Kain: Soul Reaver, 
Syphon Filter, and Ape Escape. I will talk deals. 


Ryan Phillips 

Rvp624@aol.com 

Description: Looking for NHL FaceOff 2000 and 
Crash Team Racing. I'm also willing to sell Metal 
Gear Solid for $20-25 (or best offer) and 0PM 
demo discs 27 & 29. E-mail me for more info. 


►- Kyle Davis 

Kyle Davis@carolina.rr.com 
Description: I'm looking to buy some merchan¬ 
dise from any one that is wanting to part with it. 
Ace Combat 2, looking for $30 or best offer. 
Desperate for these imports. Voltage Fighter: 
Gowcaizer for $40, Mobile Suit Z for $40, Dance 
Dance Revolution 2 w/ mats for $80. Willing to 
negotiate on import prices too. 


► Code Kid 

code_kid@cooimail.com 

Description: i'm selling my playstation system, 3 
controllers (1 is dural shock impact, analog) 2 
memory cards, gameshark pro, 13 games. 
The games are WWF WARZONE, WWF 
WRESTLEMANIA ARCADE GAME, RESIDENT 
EVIL, RESIDENT EVIL 2 , BATTLE ARENA 
TOSHINDEN, MORTAL KOMBAT 3,ODD 
WORLD 2,TOMORROW NEVER DIES, 2- 
XTREME, FROGGER, WILD 9 .1 will also trade the 
games for your stuff and controllers, but I will sell 
all for S250-S300! I will also sell my games. E-mail 
if you are interested! 


Jason Kelly 

chump_3@hotmail.com 

Description: I am looking for Dragonball GT Final 
Bout. I am wiling to pay $6Q-$80 (Canadian dol¬ 
lars} for this game. I am also looking for 
Dragonball Z Legends and Dragonball Z and 
Dragonball Ultimate 22 .1 will give $60-$80 {Cana¬ 
dian dollars} for each. Please e-mail me if you 
have the games and wish to sell I'm desperate I 
need these games badly. 


Conal Pearson 

aroune@db-mail.zzn.com> 

Description: I want PaRappa the Rapper, Mario 
Hotel, FF Tactics, Monster Rancher 2, SaGa 
Frontier, any DragonBali game or merchandise (I 
mean anything: toys, posters, cards, videos, 
jpegs, mpegs). I also want the following SNES 
games: Super Adventure Island ////, Chrono 
Trigger, and Yoshi's Island. I also want the follow¬ 
ing soundtracks: FFVil, FFVill, and Xenogears. I 


want to get rid of: Parasite Eve, Legend of 
LeGaia, FFVill, Metal Gear Solid, and Tiger Woods 
99 .1 will pay 20-25$ for single cd games, and 25- 
30$ for multi cd games. I will pay 15-20$ for 
SNES games. I will pay $3540 for multi cd sound¬ 
tracks, if Xenogears is one cd, I'll pay $30-35, If 
you are a retailer of DB stuff please give me your 
website's www.com name, or you have good 
condition DB merchandise, we can negotiate 
prices depending on item. I will sell my MINT 
CONDITION games for $20-30, depending on 
the game. 


I*>- Jim Willis 

willis@ncsc.org 

Description: I'm looking to sell or trade 
Nightmare Creatures, WCW Mayhem, MDK, 
Fighting Force, and Independence Day. I also 
have many demos for sale including Gran 
Turismo, NFL Gameday 99, NHL Faceoff 99, 
Twisted Metal 3, Syphon Filter, Contender, Final 
Fantasy 8, and others. Would buy or trade for 
Silent Hill, Dino Crisis, NBA Live 2000, and Sled 
Storm . Respond for prices and trade offers. 


Jesse Babineau 

ssgoku2_gohan@hotmail.com 
Description: I am looking for DraonBaii Final Bout 
for PlayStation. I am willing to negotiate for a rea¬ 
sonable price. I also have a copy of Diablo for 
playstation that I am willing to sell for 15$-20$. 


Michael Barnhart 

web@carlsbadnm.com 

Description: 1 am willing to sell Alien Trilogyi$ 10- 
15), RugratsiSl 0-15), Mechwarrior 2 for $15-20, 
and Driver ior $20-30. 1 am looking for Silent Hill 
and/or Syphon Filter. No CD-Rs please. I am will¬ 
ing to negotiate sell and purchase prices. I'm 
open for trades. Anyone want some N64 
games? E-mail me for any responses. 


UltraSquall 

ultrasquall@yahoo.com 

Description: I am looking for Final Fantasy 
Tactics w/strategyguide, and Final Fantasy VII 
with strategy guide. Will trade Road Rash 3D in 
mint condition with instructions, and Croc: 
Legend of the Gobbos in mint condition with 
instructions. 


Josh Vasquez 

futuredelic@hotmail.com 
Description: I'm looking for Gran Turismo. Will 
trade 3 of my games for it. (Also will sell my 
games). My games ar e-Bio Freaks{$ 5), Jet 
Mofo($5), Crash Bandicoot 2{$ 5) and Bushido 
Biade{§> 5). All games work perfectly. Bushido 


Blade is w/o instructions, all others are. E-Mail me 
with your negotiation. 


Jeremy Stewart 

PSX2kfreak@bni.net 

Description: Willing to trade Gameboy 
Pocket(lce Blue) w/ James Bond and Blades of 
Steel along with FF7, RE2, FIFA 98, Need For 
Speed 2, and NHL 97 + cash if necessary, for a 
Neo Geo Pocket Color. 


► Dan Lindquist 

Rodzilla73@excite.com 

Description: I am looking to sell: Metal Gear 
Solid -$35 Ridge Racer 4- $35 Rival Schools- $25 
Marvel Super Heroes - $15 Cool Boarders 2&3- 
$15 each. WcW vs. The World- $10 WWF 
Warzone- $20 Tekken 3- $20 Disney's Hercules- 
$10 Triple Play 99- $20 NBA Fastbreak '98- $15 
NFL Blitz - $20 Memory Cards- 2 for $15 5 Demo 
Discs- $4 each or 2 for $5 and RF Unit for $5. 


OeWayne Arnold 

deaj bj@oma haweb. net 

Description: I have the following games I am 
willing to trade or sell, all are in good, if not excel¬ 
lent, condition. Tiger Woods 99, $20.00: Tekken 2, 
$15.00; Twisted Metal 1, $15.00; Tomb Raider 1, 
$15.00; Tony Hawk Pro Skater, $35.00(like new); 
and some demos. Best offer gets the game. I 
have the right to refuse any offer. 


Alan Seol 

545 Pierce St. #1102 
Albany, CA 94706 

Description: I am willing to sell or trade: Ridge 
Racer 4$ 20, Xenogears $20, Star Ocean: Second 
Story $20, Resident Evil2 $15$, Tenchu$ 12, Final 
Fantasy 8% 25, Final Fantasy 7 .1 am willing to bar¬ 
gain for price and\or game. I am looking for Gran 
Turismo 2. 
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if you'd like to place your own, totally free 
ad m PS Ml, just jot down your name, 
address and/or e-mail; tell us whether 
you're looking to trade, sell, or both; and 
give us a brief description :of what you're 
offering or want. Be sure to include your 
city and state. Send all of that info to: 

... •• .:V:, ' 

PSM Marketplace £2* ■ 
c/o Imagine Media 
150 North Hill Drive 

Brisbane, California 94005 M 

... ...... .•—* • ... . ... p . ... .. ••••• . ..... ... . ... 


can also send e-mail to: 

psm@imaginemedia.com. (Be sure to 
put "marketplace" in the subject heading.) 
BTW, we can't vouch for the credibility of 
any of the people who place ads here, so 
swap at your own risk! 
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Preview '98 
TRII Strat, pt. 2 
Crash 2 Boss Strat 

: Memory Card 
Stickers, Tip Cards 
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RE2 Guide, pt. 1 
FF Tactics Secrets 
Bloody Roar Strat 

PULI? Memory Card 
Stickers, Tip Cards 
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RE2 Guide, pt. 2 
BoFIII Secrets 
Diablo Guide 


Gex2 
Lid Sticker 



Tekken 3 Secrets 
Gran Turismo, pt.2 
NfSIll Guide, pt. 2 

PLUS Crime Killer 
Lid Sticker 
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MK4 Guide 
Vigilante 8 Guide 
Einhander Secrets 



MK4 2-Sided 
Poster 


E3 '98 Report 
New Sony PDA 
FFVIII First Look 

PLUS Ninja Poster 
from Eidos 



TRIII Guide 
Parasite Eve, pt. 1 
NFL Xtreme Guide 



Parasite Eve, pt. 2 
FFVIII: 80 Screens! 
New Controllers 



Metal Gear Strat¬ 
egy Guide pt. 1 
-■ Tenchu Guide 

Giant Lara 
Croft Poster 
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Silent Hill 
walkthrough 
Tomb Raider 3 
secrets 

Metal Gear figures 


Legacy of Kain: 
Soul Reaver 
Silent Hill walk¬ 
through, part 2 
* Street Sk8ter 


r 


1 


1 : 


■ 


-i i - 



preview 
Silent Hill walk¬ 
through, part 3 
Gran Turismo 2 
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Street Fighter 
Alpha 3 strategy 
PlayStation 2 
revealed! 

Dino Crisis 


* Ridge Racer 4 
Resident Evil: 
Nemesis—first pics 



2 update section 


Mortal Kombat 
Special Forces 
Ape Escape 
Tekken Tag 
Tournament 


j Dino Crisis — 80 
exclusive screens 
150 E3 games 
revealed! 

Lara Croft nude? 


Tomb Raider 4 
Legacy Of Kain: 
Soul Reaver 
70 new action 
figures 





atm crisis 
KAIN: s nut 


Massive strategies 
for Dino Crisis and 
Soul Reaver 


PlayStation2 

Revealed! 

First look at PS2 
games 
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Resident Evil 3 
review, maps and 
secrets! 

Holiday Buyers 
Guide! 
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Syphon Filter 2 
Dino Crisis 2: First 
Look! 

Tomb Raider 4 
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Game Of The Year 
> 150 Codes for 
games like Medal Of 
Honor, WCW 
Mayhem, and Tony 
Hawk Pro Skater 


(price includes shipping and handling) 
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PSM OPERATORS ARE 
v STANPIMO BY! 
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> The Ultimate RPG 
Issue! 

» PS2 - 7 Hot New 
Games Previewed 


(■Back issue orders only) 
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Konoko from Oni 
by Bungie 
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s hey you n 

GUYS, LET'S ALL 
DO THE CRASH 
PANCE! CRASH, 

. YOU LEAP THE 
^ WAY/ A 


Here are some parting shots 
of Steve and Max in Japan. 
They were at lunch, so we 
wrote the captions (heh...) 


i Max is escorted from the show by 
costumed security guards for doing his 
Winston Churchill imitation. Yes, it 
really is that bad • *# 


- L ! ' m 


4 Here's Steve and Max testing the 
strength of their electric personalities. 
Does the term "dim bulb" come to mind? 


CAREFUL, ~ 
GATES... ONE \ 
FALSE STEP ANP j 
YOUR COVER'S / 
BLOWN! S 


S you CAN 
PUT ME IN A NBT, 
IP YOU WANT/ 


- ■ Yh^ ...YEAH! \ 
V^- —’ C7 PERFECT/ WE'VE 
' LIKE... X CREATED A FULLY- 
LIKE TH!S? \ FUNCTIONING CHICK 


NO, NO... 
HIGHER, 
HOLD THEM 
HIGHER... 


W THESE V 
HORSES GO 
FROM ZERO TO 
NERD IN NO 
V TIME PLAT/ > 


► PSM has fans everywhere! This little tyke made his 
own Stephen Frost costume and then he met his idol! 
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w uuKe NUKem game, 
tation® game console! 

Immersive 3rd-person 
i shoot’em-up action! 

14 unique missions, 
, loaded with secrets! 


3 split-screen modes! 

Rescue babes and terminate 
over 20 different enemies! 

features music by Static X 
(courtesy of Warner Bros. Records®)! 

lorts DUALSHOCK™ analog controller! 


mm 




Use Duke's Jetpack, Infrared Goggles 


Sniper Rifle, Flame Thrower, 
Pipe Bombs and 15 other kick-ass weapons! 

One million babes. One Duke. Any questions? 
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www.3drealms.com 


www.n-space.com 




PlayStation 


www.gtgames.com 
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395 Hudson street, New York, NY 10014 

1-800-610-2614 



USE VIP CODE PSJ2 IN THE SHOPPING'CART TO RECEIVE YOUR DISCOUNT. 









*Avaiiable on orders of $30 or more and valid through June 30,2000, Limited to one per customer. Gamedealer accepts Visa, Mastercard, American Express, Discover and Flooz. 
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Sword of the Berserk; 
Guts’ Rage™ 


Tomb Raider: 
The Last Revelation 




































































